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Welcome to the world 
of Final Fantasy VIII, 

a world of advanced 
technology and-rampant 
magic. A world thrown 
into turmoil. 


Galbadia, Balamb and neighbouring countries have 
lived in peace for nearly two decades. The three mili 
tary-academies or Gardens of the planet have success= 
fully trained generations of elite mercenaries. These 
soldiers or SeeDs take on contracts in various regions, 
protecting weaker communities. Now, as this year's 
graduate students of Balamb Garden prepare to take 
their final exam, war begins to cast its 
shadow over the land. 


Driven by an evil sorceress, Galbadian forces invade neigh= 

bouring countries and threaten to spread their rule of 

tyranny throughout the world. A small group of friends from 

Balamb Garden sets out in a seemingly hopeless quest to 
contain the evil spreading from Galbadia. As they plunge into 
adventure, a drama of epic proportions begins to unfold. Right or 
wrong, friend or foe, nothing seems as clear-cut as it should be. 
The young SeeDs are caught up in a struggle that will change them 
forever … the world will never be the same again. 


Final Fantasy VIII is a vast role-playing experience that will leave PA /j 
you breathless as your heroes delve into dungeons, battle the ®ros: 
vieious monsters and visit archaic ruins. Final Fantasy VIII will allow yóu to, 
explore the power of magic, roam futuristic-scenes bi imagin 
and discover romance in the most unlikely places. You will a 0 pna op when vólrleast 
expect to and help unravel the mysteries of a great civilisatiop. 
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characters 


position of responsibility, however, he {8 
displays surprising leadership quali- 
ties, inspiring fierce loyalty in those 


around him. 


A consummate gunblade fighter, Squall is easily the | 
most promising SeeD cadet ever to have been trai- 
ned. His school, Balamb Garden, has high hopes for 
this reticent yet conscientious student. Squall is 
rarely, if ever, bested by his fellow trainee Seifer, 
who considers him his eternal rival. Far more bal- 
anced than Seifer, Squall would never resort to unfaig 
means in order to reach his objective. Yet he display; 
a marked absence of pride in his achievements maf 

to suppress joy or any feelings that would bind fm to 
others. There must be a profound reason for his distinct 
reluctance to get closer to people he has known for years. 


Though withdrawn, Squall does not shrink from what he consi- 


ders his duty. Much as he resents assuming leadership, he is the Pr 
first to ensure that what is necessary gets done. Squall's clear mind he 
and sense of responsibility lead others to trust and follow him. He is | 
quite popular at Balamb Garden and although everybody agrees on how dif- | 


ficult Squall can be, staff and students admire and like him. So, much against 


what he perceives as his wishes, he makes fri- 
ends who care deeply for him … And while 
Squall desperately tries to remain detached, 
he will learn that a treacherous heart can N 
change a multitude of things … maybe even 
the course of the world … 
= 
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| Gunblade 
ij Home: Balamb Garden 


A bold young warrior striding through life with a cocksure attitude, Seifer conti- 5 
nually clashes with his training companion and rival, Squall Leonhart. While he is a 4 EE 
ke brilliant soldier, his wilful lack of discipline paired with a certain ruthlessness make ep je 
him an unlikely SeeD candidate. Far from obeying orders, Seifer tends to make a ms, 2 
point of deciding and having his own way. He seems utterly impervious to the admo- 
nitions of his superiors. In fact, he doesn't acknowledge any ordinary mortal as even ' 
his peer. Needless to say, while his fighting prowess is admired by everybody, Seifer 
is not the most popular student at Balamb Garden. 
3 
Though often questionable, Seifer's decisiveness seems to attract people drawn by his air ' 5 
of authority. Indeed, his two faithful sidekicks and fellow students, Raijin and Fujin - forming N EJ 
the disciplinary committee of Balamb Garden - enthusiastically follow each and every order of En z 
his. They are blissfully ignorant of the dreams of power impelling Seifer … and of whose atten- m z 
tion this restless young man might attract … 
5 
Driven by a dark passion, Seifer craves power. He loves to be in control, particularly of other people, and 5 
has a keen eye for the main chance. Seifer abhors duty: His aspirations lead him along a higher path. Seifer scorns —, 
his fellow students - even Squall, whom he might graciously consider the closest he has to an equal on the battleffeld. rd, 
While destiny seems to separate the two rivals early on, their paths will cross again. The fate of these young 4 seems to be 
inextricably linked and might well affect the future of the world … 4 
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Irepe 


Barely older than her most promising cadet, Squall 
onhart, SeeD instructor Trepe is nonetheless a quiet- 
authoritative figure. 
he is an excellent fighter and a reliable ally. If she 
ight secretly wish to be more than thís to Squall, 
je certainly makes no effort to understand. 
lender Quistis signed up at Balamb Garden at the age of 15, pas- 
her SeeD exams with flying colours and stayed on to teach 
her former school. Always interested in learning the how’s 
nd why’s of the world and happy to convey her knowledge to 
dthers, she seems born to be an instructor. Although an expert 
Whip-cracker on the battlefield, is is of a friendly dispo- 
ion and always tries to maintain her calm. Having to issue 
ders and deal with stubborn trainees occasionally seems to 
e a lot out of her, yet she tries not to let it show. 


de to Quistis' quiet assertiveness and restraint, very few 

ple take the trouble to view her as the young woman she 

til is. Forced to muil over her thoughts and worries alone, 

pt at a distance from her pupils by her rank, Quistis tends to 

d a lot. It soon becomes obvious that she would love to deve- 

ore personal relationship with the people around her, par- 

with Squall. Yet she is hesitant to make a bold move and 

ains her role instead. As a result, she gets moody and even 
Sed from time to time. 


À 
ng hef history at Balamb Garden, it is hardly surprising that Quistis 
he school as home. She is fiercely protective about the Garden and all 
‚ that tands for. When the world as she knows it is thrown into turmoil, Quistis 
a hal coming tò grips. She battles on valiantiy … but what will fate have in 
fof her ifa radically alteted environment? 
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SeeD instructor 
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leads one o 
the Im 


efr 


ing 
her 


forces of Galbadia. Occ 


es with that of others … 


warm-hearted young woman. She also has a strong sense of justice and 
rather outspoken. Used to commanding a resistance group, she can bd 
somewhat difficult at times, yet she never sets personal ambition above tij 
cause. Due to her undeniable charm, nobody can hold Rinoa’s frankness affa 


Not a trained SeeD fighter, Rinoa displays surprising combat skills and a soun 
velled widely and enjoyed a liberal education. Her best friend and companion is; 

not as exuberant as some of her friends, Rinoa is spirited and always manages 

ling problems until she has solved them. Rinoa's natural grace and charm end 

out of his heart … 

Despite her success, this outgoing young woman sometimes wonders about 

with her SeeD friends and might not meet their particular standards since sf 

Squall and the others manage to reassure Rinoa. Having come to know and like her, 
devices, 


5'3 1/2" 
Resistance Leader 
Blast Edge 
Timber 


d most trusted friend is a 
te crossbreed. Half German 
Border collie, Angelo acts as 
Intelligent bodyguard. 
disposition, she is wary of strangers and 
tends ft keep off of sight most of the time. During battles 
or when her mistress is otherwise in need, Angelo dashes 
to the rescue, She is well trained and, given a little care 
and attention, will be able to perform near miracles in 
battle. Wilful like her mistress, this four-legged friend 
comes and goes as she pleases. 
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rits and carefree manner always manage to 
ee 
{ Squall meets the energetic girl at Balamb Garde 


ten her friends’ hearts. For all her & 
d „… hopes to pass her practical SeeD exam. She qu 
é t â (6 at home at the Garden and is perfectly at ease 


Selphie is a bouncy young exchange student from Trabia Garden. Her high, 
Selphie should not be underestimateddk 
serious fellow students. Selphie's irrepressibf 


Good-natured Selphie never fails to surprise her friends. The 
slender girl is quite agile and known for her talent to find her way 
out of a tight spot. Though bubbly, she is not rebellious and carries out 
orders in her characteristically friendly manner. She mastered the / 
Shinobou at an early age and never shies from a challenge. The fact that She 
occasionally seems blissfully ignorant of the gravity 

of a situation often lifts her companions' spirits, too. |sELPHIE TitmiTT 
Selphie's presence is welcomed by all, as she is a loyal 
friend and enjoyable company. 


5'11/2" 


SeeD trainee 
Shinobou 


4 ell Di | || cl Fa as 
kN (rmmmenortial artist full of irrepressible energy, Zell is well E : À 
Ss 


Ee at Balamb-Garden. He is friendly and outgoing, if a little impulsive 
Raised in by Balamb Town, Zell enlisted at the Garden at the age of 13. He ha! 
TS Je @ always di 


of becoming a soldier like his grandfather. Indeed, his fighting pro- 
== ee dae Fists flying, jumping at the enemy, Zell proves 
Ie a valuable ion to every squad. However, Zell's temperament 
Ne Causes hiftoract before thinking too often for him to become an 
En jer. Fearlessly, he plunges into battle without a 
je outcome. Due to his restless nature, Zell is à 
of action, not of contemplation. His unstoppable 
light often endanger him and others, yet his honesty 
iendliness are endearing. 


has strdhg principles. The talented fighter might not 
be an ideal soldier for ordered ranks, but he has a pro- 

nounced s@nse of justice and is willing to pursue a good 
cause for a$ long as it takes. Zell's loyalty to his friends 
and family never wavers. In fighting Galbadia's invading for- 
ces he ultimately hopes to free Balamb from oppression. His 
{ impulsive reactions to@vents surprisingly often point Squall and 


his friends in the right-direction. Sometimes, it can even be fun as 
JJ as helpful to get swept away by Zell's unconventional ideas. Balamb Town 
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Zell's br ecne tends to cover the fact that he 
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Irvine Kl 


A good-looking, carefree ladies’ man, Irvine is the 
best sniper of all the three Gardens. Irvine is a 
loner with a loose tongue and great charm. 


His contradictory nature makes Irvine som 
puzzle. Brilliant at his art, he spends considel 
alone and, on first impressions, doesn't seem 
compatible with others. The sniper isn't too 
when asked to join Squall's group during their visi’ 
Galbadia. He is uncomfortable discussing strategy and 
quite openly prefers the company of women. Irvine 
has an irresistible way with the ladies. With his consi- 
derable charm, he infallibly cheers them up and 
manages to distract them from their sorrow. He loves 
being around the girls in Squall's little group and e 
learns to trust the other young men. 


HOW TO PLAY 


WALKTHROUGH 


Irvine is far more serious than he seems. He respects 
Squall and comes to enjoy his adventure. Used to the 
pressure of sole responsibility as a sniper, Irvine relaxes 
among his new friends and overcomes his personal dread 
of failure. He might even find a purpose in life other than 
pursuing happiness in the guise of young women. With 
regard to them, however, his advice is expert and should be 
heeded. Indeed, Irvine introduces a whole new slant to the life 
of his friends, and is rewarded by acquiring a subtle change of out-” 
look. 
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Fdea 


This powerful sorceress is Squall’s main adversfipd, 
and evil incarnate. Edea displays a stupenddisS 4 
disdain for ordinary mortals and their concefg® E En 

or needs. Her origins are shrouded In mystertye A Ô 
yet her ultimate goal seems clear enough: gain- 


ing control of the world. 
When Galbadia began invading neighbouring countries, these 
regions were not only taken unawares but also seemed at a 
loss to explain the sudden aggression. Recently, rumours hé 
spread that the sorceress Edea commands the Galbafl 
troops. Apparently, she is driving them to expand their 
quest. Squall and his friends will soon confirm t 
Considering the terrifying powers Edea comm 
surprising if their fight against the sorceresS 

but epic. They will encounter a cold, poised adver; 
connection to or sympathy with humanity. Ede: 

to her will any man unfortunate or foolish enout 

on. Should one of these underlings fail she will 
tation. In some subtle way she also seems to häve- 
the monsters plaguing the world. q 


Edea's supple, pouting beauty is enhanced by herstriking: 
sense of theatrics and knows how to make anámprêssions fy orchestrating er N 
public appearances, she manipulates henchmen and foes alike, always remaïning just bevond) 
reach. In a race against time, Squall and his friends must attempt to unveil the mystery ofEdea's past. 
Little do they know what surprises their quest may have in store for them … 


INTRODUCTION 


The headmaster of Balamb Garden seems aged beyond his yeap$, 
He appears to be burdened by some worry that keeps him some- 
what removed from the day-to-day running of the academy. Still, 


he is able to help Squall and his friends more than once. 


The head of the academy is something of a riddle to Squall. Notoriously over- 
worked, Cid constantly seems to battle inner demons as well as his manifold 
tasks in running the school. He seems pitifully distraught and so preoccupied 
that regular students rarely get to see him. Always on edge around the mys- 
terious Garden Faculty, he hardly ever manages to relax. Everyday life at Balamb 
Garden runs without Cid's being particularly conspicuous. Whatever quandary he is 
in does not, however, impair his judgement. Despite appearances, Headmaster Cid__ 
takes an active interest in events. He keeps up with current affairs and is more as-| -‚ > 
tute than he lets on. 


HOW TO PLAY 


ES 
Cid Kramer is known for his sound advice and might well provide Squall with some 8 
valuable information. Still, the group of friends is doubtful of Cid's role and inten- F3 
tions. Cid never gives out more knowledge than absolutely required. Because of this, bed 
these SeeDs will need some time to find out what haunts him. Maybe Cid plays a grea- ES 
ter part than they think in the events unfolding around Balamb Garden. He is defini- 
ely more than the quirky man he seems to the world. z 
3 
El 
Pp 
4 
mm Ed 
z 
U | À 
2 
Fujin stands out from the crowd at 2 
 Balamb by nearly all standards. 

8 Grey-haired and of rigid posture, she is usually 

Ee seen together with Raijin and in the vicinity of 
7 Seifer Almasy. Her martial appearance is 2 
e dreaded disci- 3 = Underlined by her clipped, robot-like exclama- e 
ee of Bal; d tions and orders. Not to be trifled with, Fujin is se 

t R en one of Seifer's two devoted followers. She is 

né sà ande prepared to go to great lengths for her self- 

is no mean fighter; i appointed leader but does not pay great atten- 
er runs from à challerëe, Rafi tion to the entanglements of global politics. Pr 
on whom he dotes. He dl F4 
d Fujin are Seifer's faithful sid z 

him and 

2 
ES 
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Missile Blade 
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Laguna Lj 


A natural leader, Laguna tends to plunge into PE 


action without giving it a second thought. He 
fights for his ideals and is a talented wri- 

ter, yet finds it difficult to assume his 
place in life. Neither writing nor fighting 
seems to fulfil him. 


The romantic young man and part-time writer has 
yet to find his calling. Friendly and helpful, forever 
embarrassed around young women, Laguna lacks Â 
self-esteem. No soldier at heart, he is still an 
excellent fighter and tactician. Sensing that he 
blunders through life, Laguna is unaware of his 
popularity … and of how much people look up to 
him. Somehow, he always ends up leading others, 
a role he is rather reluctant to play. Feeling highly. 
responsible for those in his care‚ Laguna is deter: 
mined to put an end to injustice. He travels thé 
world with his best friends, Kiros and Ward. T 
three fighters are thrown into the most unlikely ci 
cumstances. Unwittingly, they pave the way 
Squall, whom they have never met nor heard of. 
turn, Squall and his friends seem inexplicably lin 
the trio. Why are they so intimd 
familiar with the adventures of La na, 
Ward and Kiros? Are they dream or dlity? | 
El 
$ 


And why do they feel such strong efffotional 
ties to what might be mere products of their’ 
imagination? None of these m 
Laguna's mind as he strives to t his frié 
and loved ones. Events just seem to uhfold arourid RE 
driving him towards his true destiny LN 8 E 
\ 27 


59 
Soldier 

B Machine Gun 
Winhill, Galbadia 
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INTRODUCTION 


Tt 


Kiros is a long-limbed, stylish fighter with an 
extraordinary aptitude for close combat. 
Battle-tried and a good sport, he has been a close E 
friend of Laguna's and Ward's for years. E 
Like his two friends, Kiros is anything but a typical Galbadian soldie pge: 5 
too independent for the army. He trusts Laguna's judgement, th and 5 
follows him wherever he suggests they go. Together, the trio havê survived Hel pn 
many an unfriendly encounter and explored parts of the planet hitherf z 
unknown to Squall and his companions. ne 5 
2 
5 
3 
2 
ij tive. Ward is Laguna and Kiros’ good-natured friend and 8 
lij bd 
lj. 8 
ggressive and has no aspirations for himself. Instead, he urges Laguna to 
r authority. Though he occasionally objects to Laguna's exploits, Ward 
travelling with his two companions. He would not dream of leaving his 
ices. 5E 


MADE 
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* how to play v 


You will meet interesting people, make friends 
U ee Í// ve Nn Í U r e and discover a whole new world, This chapter 
introduces you to the basics of gameplay 


You can interact with your environment in various ways. The controls change slight 


our situation. There are four basic sets of controls: for the menu, for battles, for 
hd for theggerid map. A location can be a city, a set of caverns, a Garden or even a 


DIRECTIONAL BUTTON Move cursor / switch screens bet- 


DIRECTIONAL BUTTON Move cursor / select commands, 


rit & LEFT STICK target and object 
& LEFT STICK ween Status Attack & Defense and 
Elemental Attack & Defense while EEE ee ETE 
ù Magic Junctiol 
DEEGEN men turn vibration function ON / OFF* 


RIGHT STICK n/a 


SELECT Keel d to hide battle 
START n/a p presse 


information 
SELECT n/a BUTTON Change to another active 
® BUTTON n/a character 
© BUTTON Execute command / open windows @ BUTTON Execute command 
In the Status menu BUTTON Scroll status window / increase 
BUTTON Open Limit Break screen GF's attack power while keeping 
(the Status screen) SELECT pressed (only if GF Ability 
À BUTTON cancel “Boost” has been learned) 
Lior R1 Switch between corresponding & BUTTON Cancel 


character or GF Li Turn target window ON / OFF 
L2 n/a RI Trigger (e.g. Squall's Gunblade) 
R2 n/a L2+R2 Press together to escape from 


battle 


L2 BUTTON SBS O— ——R2 BUTTON 


LI BUTTON 0 O——— RI BUTTON 
START BUTTON 


O——— A BUTTON 


DIRECTIONAL BUTTON — — o ONE ee ied 


ANALOG MODE SWITCH — 5 7 © BUTTON 
DIRECTIONAL BUTTON Move / turn vehicle 


& LEFT STICK 


LEFT STICK RIGHT STICK RIGHT STICK Move vehicle forward / backward 


START Pause + turn vibration function 
ON / OFF* 


Toggle world map display 
(three zoom levels and OFF) 


DIRECTIONAL BUTTON Run 


& LEFT STICK Open menu / access bridge** 
RIGHT STICK n/a Get n or off vehicle « 
START Pause + turn vibration function Es 


ON /OFF* move vehicle forward 
n/a move vehicle backwards 
) BUTTON Open menu Li Turn camera angle counter- 
Ì 
© BUTTON Talk / execute command : en 


Talk / challenge to card game 


Cancel (+ Directional button / left Tien cammers angle Glochulae 
Stick - walk) E if Change point of view (POV) 


Li+L2+RI+R2 n/a 


and then press the Start button. 


tip Resetting the game from the controller > Pause the game, press and hold the L1 + L2 + R1 + Re + Select buttons 


Making Progress 


You will directly control up to three people at a time. 
These active characters are your party. Occasionally 
Squall or somebody else might be on their own or there 
might just be two people in your party. Your adventure 
consists of various elements. Your party will move around, 
talk to people, complete tasks and do battle. Managing 
your inventory and optimising your characters’ stati- 
stics are another important part of the game. They are 
explained in the “Items” and the “Junction” chapters. 
Make yourself thoroughly acquainted with the Junction 
system of Final Fantasy VIIl: It is the key to your suc- 
cess. 

At certain moments in the game you will witness cine- 
matic scenes. These beautifully rendered sequences 
show crucial moments of the story. Follow them closely 
to understand how the plot evolves. 


SCREENSHOT 1 


You will generally find that 
iggesing 2/11 | most of the time your 
forthcoming destinations 


and tasks are fairly clear. At certain stages in the game, however, you 
are free to roam those parts of the world that are accessible to you. 
Which ones these are depends on your means of transport. Usually you 
will trigger the next event in the story line by entering a certain loca- 
tion. There are also occasions on which you need to address a speci- 
fic person in order to continue with the story line. You will also need 
to interact with your inanimate environment to make progress. Both 
of these actions are usually carried out with the @button. As the 
collision detection is very specific with spots needed to trigger events 
you should make sure to examine panels, switches, exits and the like 
closely. Often you need fo move in at a certain angle to obtain a res- 
ponse. 


Cidditinat information 


Switch on Squalls 
study panel in the 2F classroom at Balamb Garden every now and then 
(Screenshot 3), You will find interesting pieces of information accu- 
mulating here as you travel around the world. These snippets of infor- 
mation come in the guise of narrative summaries, whereas others can 
provide you with hints that point you in à particular direction. 

The Tutorial in the main menu is another invaluable source of informa- 
tion. While the sheer amount of details may seem daunting at first 
glance, the Tutorial is well worth visiting time and again (Screenshot 
4). The longer you play the better you will understand the various 
entries. Also, new information will be added during your travels, 


AUT JE 0 aar 


You can save your game 
anywhere on the world map 
by opening the main menu 

and choosing the Save option. Within locations, however, you wij 

to find Save Points. These are quite striking and easy to, 

screen (Screenshots 1 and 2). If you find one, approa 

sage tells you that you have found a Save Point, 

menu and choose the Save option. There are. 

in the game. You can only detect and use 

ters has junctioned GF Siren and her Parfy 

(This probably sounds strange to you. Pi 

ties” sections of the “Junction” chapt 

terms.) Even if you know a hidden Sav 

you cannot use it without this special 


SCREENS HOT 


A MESSRGE FROM GARDEN 
Ze GARDEN SQUARE 
Er 
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SCREENSHOT 5 


how to play 


Squall is a trained SeeD, an 
elite mercenary. His school, 
Balamb Garden, takes great 


Seel) rank and test 


pride in him and his peers. It also expects him to perform brilliantly. 
Squall's initial SeeD rank is determined by his performance during the 


visit to the Fire Cavern and the Dollet mission. They constitute his prac- 
tical SeeD exam at the beginning of the adventure. As these are military 
missions discipline is of the utmost importance. After this practical 
exam, Squall will be evaluated at regular intervals, just before receiving 
his BN (see next paragraph). The highest SeeD rank you can obtain is 
There are certain incidents which, if mastered, 
PSquall's ranke his general behaviour will be 


SCREENSHOT 6 


[aeneensmor 8 


Dal 


There are many ways of spen- 
ding money. You can part with 


) él d your Gil (in ascending order) by 


[El spending à night at a hotel (Screenshot 9) 


upgrading your characters’ weapons at Junk Shops 
(Screenshot 10) 


buying items at shops or from individual merchants 
[Bd buying special items like drinks at à pub or magic at a speci- 
fic Draw Point (you can read more about drawing and the 
magic system in the “Junction” chapter) 
renting cars or buying train tickets 
asking the Card Queen to introduce new rules 
(she is introduced in the “Cards” chapter). 
All of this (except for transactions with individual peddlers) can bes î 
done in most settlements. You may not find every type of establis 
ment everywhege.but most towns have a Junk Shop and one or more. 
ps„offer a variety of healing and reviving 
5 pieresting items. There 


Ren tin cars Towns such as Balamb City, Dollet or 
Deling City have car rental stations 
9 (Screenshot 2). Here, you can rent a pan 
vehicle (often being given a choice of several types) to drive around 
the country (Screenshot 3). Cars typically cost 3.500 Gil to rent. 
Remember to buy enough fuel units at the local shops of various 
settlements (3.000 Gil per unit). A message will tell you how many 
fuel units you have left after using one up. You can now drive aro- 
und without being harassed by monsters. If you like, you can hop out 
of the car for a stroll at any time. When you get out of your vehicle 
and enter a location the car will be waiting outside this location upon your return. It will disappear after you have ren 
location. Cars can leave roads but are unable to penetrate forests. Like your characters on foot, they cannot fall off.g 


Many places in the world are linked by a railway system. You can not only reach townsi® 
train (Screenshot 4), there are also several stops in the wilderness (Screenshot 5), 
locations. You can find all of the stops and destinations on the double-spread world 
quide book. Since trains run quite frequently you will never have to wait long before the next one arrives. A tral 
of certain events you do not really need the railway system but an occasional train ride can be fun. You can dec 
are quite safe: If you happelf 
the world map an oncoming, 
verse, so your party willng 
events trains rides, 
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* how to play 


If the procedure seems too complicated you can always ask Chocoboy to catch a full-grown chocobo for you (he will charge 1.200 Gil). This 
way, however, you will not be able to befriend the birds. Should you use the ChocoZiner outside of whistle points the ChocoWhis will be sto- 
len and you need to buy a new one for 700 Gil. For 100 Gil Chocoboy will tell you which Chocobo Forest you are in and what to look out for. 
This last hint can be somewhat veiled. You can also collect general information on the Forests, the ChocoSonar, the ChocoZiner and on 
Chocoboy (none of them important) for 10 Gil each or buy Gysahl Greens at 600 Gil each. These herbs might prove quite useful later on … 
Once you have befriended the mother chocobo of à particular forest Chocoboy will move on to another Chocobo Forest. 


hof your characters has nine parameters or statis- 


icrease by various means. These 
it Poi Strength, Vitality, 
, Hit andLuck. These sta- 


manoeuv- 


q g experience levels 


using items such as HP Plus 


vaagdtino his or her weapof 


HP (Hit Points) 


“devouring monsters (usit ility “Devour””) 


How your characters grow 


wly but steadily as your characters gain higher levels. 
Every time a certain number of experience points has 
been gained a character will rise in level, The experi 
ence gained and any rises in level are displayed after 
battle, Access the “Status” screen via the main menu 
to see how many experience points your characters 
need to reach the next level. As the parameters only 
grow slowly yof ant to boost them. There are 
several ways of 


SCREENSHOT 


- 


Ee 


HP indicate a character's life force. | HP Plus 
Loss of all HP KOs a character. HP+80%, HP Bonus 


Ruby Dragon (Lv. 45+) 


Str (Strength) 


Vit (Vitality) 


opponents by physical attacks. 
The higher the figure the more 
damage a character can deal 
with physical attacks. 

Vit increases the defense against 
physical attacks. The higher the 
figure the lower the damage taken 
by physical attacks. 


Str increases the damage dealt to | Str Plus, weapon upgrade Str-J, Str+20%, Str+40%, T-Rexaur (Level 304) 


Str+60%, Str Bonus 


Vit-J, Vit+20%, Vitr40%, _ | Adamantoise (Level 30+) 
Vit+60%, Vit Bonus 


Mag (Magic) 


The higher the figure the stronger | Mag Plus 
the effect of magic. The probability 
of successful draws and the number, 
of each magic drawn increase, too. 


Mag-J, Mag*20%, Mag*40%, | Behemoth (Level 40+) 
Mag+60%, Mag Bonus 


Spirit (Spr) 


Determines the amount of damage | Spr Plus 
à character can endure from magic 
attacks. The higher the figure the 
less damage is suffered by magic 
attacks. 


_ÍSpr-J, Spr+20%, Spre40%, 
Spr+60%, Spr Bonus 


| Malboro (Level 30+) 


Spd (Speed) 


The higher the figure the faster a 
character’s ATB gauge filis in battie 
and the faster he or she can act. 


FJ, Spd+20%, Spd+ 40% | PuPu (Level 30+) 


Eva% (Evasion) 


Determines a character’s chance 
to dodge physical attacks. 
Characters with higher values can 
dodge physical attacks more easily. 


Eva-J, Eva+30% 


Probability of hitting an opponent 
with physical attacks. Accuracy 
increases with the percentage. 

It is, however, influenced by the 
opponent’s evasion value. 


HIJ 


Raises the Hit probability or that | Luck Plus 


of finding rare items etc. 


Luck-J, Luck+50% 


All parameters have a maxi- 


Maximum figures mum above which they stop 


increasing. Once they haverea- BRyfsi AN er RARE NEA A 


ched the number or percentage listed here there is no more room for growth. MAGIC, SPIRIT, 

If, for example, a character already has a Strength of 255, junctioning the SPEED, LUCK | 
Character Ability ”Str+40%” will not increase this figure. At level 100 a cha- HIT | 

racter will receive no more experience points. le 100% 


Battle 


Battle ensues when you meet hostile people or mon- during certain events. Each area of the world is inhabi- 
sters. Some battles are set encounters (Screenshot 1). ted by its typical array of monsters. The “Monsters” 
This means that a confrontation is inevitable at acertain chapter gives you an indication of where to find a parti- 
point in the adventure or when you enter a certain loca- cular kind of opponent. Not all of these examples are 
tion (Screenshot 2). Other battles are random. You will exhaustive, You will usually face between one and four 
enter these automatically when you wander around the monsters per battle. In every fight it is your aim to 
world map on foot for a while or when exploring certain defeat the opponents by reducing their HP to O. 
locations. Some locations are only monster-ridden 
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BATTLES SERVE VARIOUS PURPOSES: 

F As you overcome certain opponents the 
story evolves. 

jr Your characters gain experience and, 
eventually, higher levels. These improve 
their statistics, 


8 4 [FS Your GFS gain experience and, eventually, 
higher levels (increasing their HP and attack 
power). 

[F\ Your GFs gain ability points (AP) that enable 
them to learn valuable abilities. 

When you confront one or several monsters the screen changes to battle mode. The came- rj You can obtain cards and useful items from 

ra will pan, showing your party and your opponents from varying angles. Your characters’ monsters. 

HP and their ATB (Active Time Battle) gauges are shown in the bottom right of the screen. [F You can obtain valuable magic from monsters. 

These gauges fill during battle. When the bar is full, this Y btai tain GFS f t 

character can act. After this turn, the bar is depleted [ [F] You can obtain certain GFs ie 

i " fi Other GFs need to be battled directly for you 

and begins to fill again. ED Bain t 

Sometimes monsters manage to sneak up on your jo gain them. 

party at the beginning of a battle and surprise The “Junction” chapter explains about GFs and their 

them with a nasty back attack. As your characters abilities. IE 

a hz Automatic 
command pre-selection: 


are unprepared they will receive more damage 

than when attacked from the front. On other occa- 

sions your party will be able to get in a first round of character cannot tand 

attacks before the monsters react. In all other cases execute any sensible com- Ale pl ger id 
the order in which monsters and characters can act is mand (eg. his or her GFS are During battle, if you do not use ie 
EER NEE ANNE EIS IE NEN NEN KO'ed and the physical attack is directional button (or_analog stick) 
gauge is full. The higher a character's speed the faster the gauge will fill. WON ON UINS ST NU to select a command, but press the 
Speed is determined by the parameter of the same name. It can be increased WAAK AIN TUIN © button, you can repeat your 
by casting “Haste“ on a character and by junctioning the Abilities mentioned WAT NSNU NN GRE) last command. You must nevert- 
on the previous page. bu pressing the heless choose your magic, 
Once it is a character's turn a menu box will appear at the bottom left of the A button. 


Battles 
are ín real 
time but if you set the ATB 
timer in the “Config” sub- 
menu to "Wait monsters will 
be unable to act during the 
time you spend choosing 
your characters’ com- 
mands. 


wel se merel mum | el 


item or target. 
screen. Here, all options available to this character are displayed. 
YOU CAN TRY TO DAMAGE MONSTERS WITH YOU CAN REVIVE, HEAL OR SUPPORT 
[FS physical attacks (Screenshot 3) fseneenswor 3 PARTY MEMBERS WITH 


junctioned Command Abilities 

magic (Screenshot 6) 

certain GFs' techniques (Screenshot 7) 
recovery items 


[F junctioned Command Abilities 

F_ magic (your own or magic drawn from the monster) 
_ (Screenshot 4) 

T_ GFS’ attacks (Screenshot 5) 


T_ special items 


al A A Al 
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Most monsters will use physical as well as magic attacks. Watch their attack patterns and familiarise yourself with an opponent's strengths 
and weaknesses by scanning it. Many monsters are weak against certain elements. So, if an opponent is weak against Ice, launch Blizzard 
magic against it or summon GF Shiva. If you hit a monster with its related element you will actually heal it. So don't cast Firaga on a Fire rela- 
ted monster such as a Bomb! 


how to play 
wen 


vou attempt to 
remove status abnormalities 
using magic, items or abilities, a box 
appears showing one of the status SCREENSHOT B 
You abnormalities affecting one or more char- FE 
can increase Squall's acters. You can view another status abnor- 
physical attack power con- mality by pressing the button at this You 
siderably by pressing R1 at a__ time. By pressing the Square button can increase 
certain moment before he strikes _repeatedly, you will cause the win- the attack power 
the opponent. After Squall has raised dow to eycle through all the sta- of your GFS by making use of 
his gunblade, he will storm towards tus abnormalities. their “Boost” ability (Screen- 
the opponent. Squall then stops shot 8). This is explained in 
briefly just before delivering the "Abilities” section of the 
his blow. Press R1 once at “Junction” chapter: 
this point. 


all of your charactes 
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Game Over 
mn 
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E [A CHARACTER IS KO'ED KO means that a character 
has lost all HP and is disabled. Simply reviving this character with the 
item “Phoenix Down’ or the magic “Life” usually won't do, as he or 
she is left with few HP and might quickly be KO'ed again. If you get a 
chance revive your character and then have the next character whose 
turn it is heal him or her 
(Screenshot 15). Depen- 
ding on the situation you 
might choose to have 
this character use his or 
her Limit Break instead. 


your characters as soon as their HP drop to dangerous levels 
(Screenshot 14) . However, you can choose to let them fight in this 
state as they will be able to use their Limit Breaks. These are impres- 
sive special attacks that vary for each character (see paragraph on 
Limit Breaks below) and deal [aereensuor 
considerably more damage than 
regular attacks. Whenever you 
see an arrow next to the Attack 
command this character can use 
a Limit Break. 


14 CREENSHoOT 15 


3 [A CHARACTER END lll kl Learn to distinguish 
A STATUS ABNORMALITY status changes that 


require immediate counter-measures from those that don't (Screen- 
shot 16). The most urgent response is required when the status abnor- 


mality takes immediate effect. This 
is the case with changes such as Pacneensn 
Confuse, Petrify or Berserk. Doom, 

Poison, Darkness or Slow do not 

necessarily need to be remedied at 

once if you know that the end of 

the battle is drawing near. 


ble to damage this monster with 
this attack. Use magic, items or 
GFs that are not related to this ele- 
ment. If your character has no use- 
ful options skip his or her turn by 
pressing the A button. 


SCREENSHoOT 18 


5 TAN OPPONENT HAS ABSORBED If à monster absorbs an 
YOUR ELEMENTAL ATTACK attack that your cha- 


racter has junctioned with an element (Screenshot 18) you will be una- 


ON ITSELF 


try using Dispel on the opponent (Screenshot 17). Cast magic that is 
not thrown back by Reflect, such as Drain or magic that hits all oppo- 


nents. Alternatively, you can reflect 
magic off a character in your party 
who is protected by Reflect. This 
way, you need not rely on physical 
attacks or your GFs. 


> Frimeo gartis KAAR 


19) Junction as much as possible to Strength (or use the Auto option 
in the Junction menu, junctioning magic towards maximum attack 


power). Use fast attacks and avoid 
summoning GFs whose long prep 
ration stages take a lot of time. In 
dire straits you might want to con- 
sider escaping from battle, if possi- 
ble. 


[rue OPPONENT USES REFLECT 


[rim FLKTAS Te HI 


If your party is primari- Bn 
Iy attacking with magic 


TION 


re 


INTRODUC 


ttles have a time limit (Screenshot 


EENS HOT 


_ 


(7)rto5r 


e special attacks or tec 
ble and low on 
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There tip 


is a comparatively quick 
way of enabling Limit Breaks 
without casting “Aura”. Remove all 
abilities and magic junctioned to HP 
(Screenshots 23 and 24). This will imme- 
diately reduce the character’s HP to its low, 
natural level. If you now junction the same 
abilities and magic again the current HP 
will remain low and within the percen- 
tage zone that enables your charac- 
ter to use Limit Breaks in battle 
(Screenshot 25). 


SQUALL > He obtains new techniques automatically 
when upgrading his weapon. Upgrades require specific 
items, a little money, a Junk Shop and the knowledge gained 
by reading the 7 issues of Weapons Monthly magazine. 


QUISTIS > She gains new techniques by using items 
various monsters drop in battle (see “Items” chapter). 


RINOA > Find and read Pet Pals magazine Vol. 1 to 6 to 
add new techniques to Angelo's repertory. Open Rinoa's 
fourth status screen in the “Status” sub-menu and move 
the cursor to a new technique once Angelo has learned 
another one (Screenshots 26 and 27). After having walked 
a certain number of paces with Rinoa in the party Angelo 
will have learned the new technique. 

Fser 
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ZELL > Find and read Combat King 001-006 to 
add new techniques to Zell's repertory. 


nee riek wl hs stele merel wurm | mond EE 


IRVINE > His shot is determined by the type of 
ammunition you have in your inventory (this ammu- 
nition can be bought, refined or gained in battle). 
SELPHIE > Her limit Break is entirely random 
and magic-orientated. Selphie cannot actively learn 
any new technques. 
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The characters’ Limit Breaks 


ís walt os Squall launches more attacks during a Limit Break turn and receives a hig- 
iq Renzokuken her probability of landing one of several finishing blows. Also, this final blow has a greater likelihood of dea- 
Squall launches multiple Gunblade at- } ling even more damage. 

tacks against an opponent, sometimes 
adding a vastly damaging finishing blow. 
The types of attacks are chosen by the 
game. The number and intensity of his 
attacks depend on the emergency fac- 
tor. You can increase squall's attack 
power by pressing Rl whenever the 
message “Trigger” is displayed during 
the execution of the Limit Break com- 
mand. 


You can set Squall's Gunblade auto mode ON or OFF in Squall’s fourth status screen. Since 
auto mode decreases Squall's accuracy considerably you might want to maintain the OFF setting. Set the 
Renzokuken indicator ON, however, to get a better idea of Squall's order of attacks. 


[NBKS sq ual! can learn four skis. Rough Divide and Lion Heart attack all enemies, whereas Blasting L 
Zone and Fated Circle damage one opponent. 


Rinoa and Angelo are likely to use a more effective skill. The probability that 
Angelo uses skills randomly increases. 


[Ka There are 8 special skills to be learned. The first four are skills Angelo can use randomly in 
battle, the last four can be used randomly by Angelo and Rinoa (Screenshots 28 and 29). 


attack with sorceress power. She now ij SKILL EFFECT CONDITION FOR RANDOM USE 
has the special status Angel Wing and } Angelo Rush_ | Damages | enemy Rinoa is hit 

casts magic randomly (without deple- Angelo Recover | Restores HP to a party member low on HP At least one party member is low on HP_ 
ting her stocks). These attacks cause 5x If Angelo Reverse | Revives party member from KO At least one party member is disabled 
the normal damage. If Rinoa does not ff AngeloSearch |Findsitems _| Ùtterly random 
have attack magic she will continuously f Angelo Cannon_| Damages all ene 


deal out physical attacks. Commands | Angelo Stri _Damages | enemy 
are disabled while she executes this IJ Invincible Moon | Makes all party members invincible 
Limit Break. Wishing Star Damages all enemies 


NAME 
fausuis 


Quistis uses items dropped by or mug- 
ged from enemies to learn a total of 16 
skills. Each of these can reach four dif- 
ferent levels. When activating her Limit 
Break you will see a list of all skills 
(Screenshot 30). Choose one for her to 
use (Screenshot 31). 


NAME 
Írinoa Combine, Angel Wing 


When combine appears in Rinoa's menu 
box you can either choose Angelo, who 
will carry out a random attack he has 
learned together with Rinoa, or you can 
choose “Angel Wing” to make Rinoa 


LEARNED BY USING | ITEM GAINED FROM WHICH 
SKILL EFFECT WHICH ITEM MONSTER (EXAMPLE) 
Laser Eye Damages 1 enemy (already learned) — - 5 
Gatling Gun Damages 1 enemy Running Fire SAMOBG, BGH251F2 (2nd time) 
Micro Missiles Damages 1 enemy Missile GIM52A, BGH251F2 (2nd time), Death Claw (rare) 
Homing Laser____ | Damages l enemy Laser Cannon _| Etastoid, Mobile Type 8 
Degenerator Kills 1 enemy_ EN [Black Hole Wendigo, Gesper ze ri 
WV? Death | oeethagainsteertainenemies | Curse Spike E Creeps, Grand Mantis, ‚ Malboro 
Acid _|_Infticts status abnormality on 1 enemy Mystery Fluid [ Gayle Er] 
Aqua Breath Deals Water damage to all enemies Water Crystal Fastitocalon (-F and large), Grand Mantis 
Fire Breath Deals Fire damage to all enemies Inferno Fang { Hexadragon (rare) 
Bad Breath Inflicts status abnormaïities on all enemies Malboro Tentacle Malboro 
Electrocute. Deals Thunder damage to all enemies Coral Fragment | creeps FZ 
Mighty Guard Defends all party members [gerrie Behemoth____ 
White Wind _{_Restores HP to all party members __{ Whisper __{Adamantoise 
Ray-Bomb Damages all enemies = |_Power Generator | Bit (rare) mende _ 
Ultra Waves |_Damages allenemies Spider Web Caterchipillar mn ze 
Shockwave Puisar_ | Deals major damage to all enemies Dark Matter (refine from 100 Curse Spikes using Menu 
[rereensnor 30 [sereensuor 31 vern dl 


[nut ASS, 


The duel stage can last longer (up to about 12 seconds). 


Zell hits his target repeatedly with rapid WmsdeSUeTEGS vou can set zel's Duel-Auto ON or OFF in his fourth status screen. If the auto 


close combat attacks until the timer { fynction is activated you will spare your thumbs but Zell's Limit Break attacks become fewer 
reaches O (Screenshot 32). Skills will | and weaker. 


appear and can be executed by pressing 

the buttons indicated on the screen. A Ween 
blinking skill indicates that this is the 
finishing blow. When you activate this BUTTON COMBINATION 
skill the Limit Break will end regardless SKILL NAME | EFFECT 

of how much time is left. Punch Rush 


INTRODUCTION 


Zell can learn a maximum of 10 skills. 


CHARACTERS 


HOW TO PLAY 


Íirvine 


Irvine shoots targets with his special 
bullets during a short period of time. 
Choose a type of attack (each is linked 
with a certain kind of bullet) from the 


list that appears in order to make Irvine Normal Shot 

use this particular shot. He can only 

shoot as long as he has bullets. When his} Scatter Shot | Damages all enemies en 

stock is depleted you need to find or |} Dark Shot Dark Ammo 
refine new ammunition for him. (This Flame Shot | Causes Fire damage to all enemies Fire Ammo 
special ammunition is not spent during | canister Shot Demolition Ammo 
ie batten) OuickShot_[Damagestenemy | FastAmmo 


Armor Shot _| Causes damage to 1 enemy, overcoming its defences AP Ammo 
Hyper Shot | Damages 1 enemy Pulse Ammo 


WALKTHROUGH 


JUNCTION 


[selphie Ísiot 


Selphie uses various combinations of 
magic at random. If you do not wish to 
use the magic that appears in the menu 
box choose “Do over” to get a new com- 
bination. Otherwise, confirm the current 
combination with “Use”. Selphie can 
use her friends’ stock of magic. 
Occasionally you will see magic that 
only she can use in the menu box. 
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how to play 


Status attacks allow characters to simultaneously inflict 

Status att acks status abnormalities on enemies while physically 

attacking them. Many kinds of magic inflict a status 

abnormality on your opponents. For example, if a character junctions the magic sleep, his or her 

physical attack is likely to subject the target to this status abnormality. To achieve this duel 

attack, you must choose the Junction option in the main menu (Screenshot 34). Following this 

choice, you must choose to junction Magic on the Junction menu. Go to the ability ST-Atk-J (once 

you have already junctioned a GF that has learned this ability). If this ability is available, it will 
appear in white above HP on the magic junction screen. You must scroll to the left twice to encounter this ability on the screen. When you have 
done this, you can select the status attack ability and then choose the magic you wish to junction it with (Screenshot 35). The probability that. 

acter will cause a particular status abnormality when attacking can be increased by diffe- EE: en 
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je àllows characters to defend themselves 
bnormalities inflicted by oppo- 
your characters 
Betrify this particular st 
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J: increases ST-Def / -: Does not increase ST-Def 


Reflect 
Pain 


STATUS CAUSED BY ITEM (1), MAGIC (M), _REMOVED WITH ITEM (1), 
ABNORMALITY _ EFFECT ON TARGET COMMAND (C) MAGIC (M), COMMAND (C) 
KO, Death KO: Instant KO; Death: Death Stone (I) Phoenix Down, Mega Phoenix (1) 
KO through status change. Death (M) Life, Full-life (M), Revive (C) 
Hi target is disabled” 
Poison Loses HP with every action* Bio (M) Antidote (I)** 


Petri Instantiy turns into stone* Break (M) Soft (1)** 
Darkness Can no longer see and will __Blind (M) Eye Drops (1)** 
almost certainly miss the 
opponent when attacking* 
Silence Can no longer use magic, Silence (M) Echo Screen (I)** 
items and Command Abilities 
or summon GFs* 


STATUS 
ABNORMALITY 


PEAMAL FANTA STe UI 


es (je, status abnormalities) 


EFFECT ON TARGET 


CAUSED BY ITEM (1), MAGIC (M), 
COMMAND (C) 


REMOVED WITH ITEM (1), 
MAGIC (M), COMMAND (C) 


Berserk 


Goes out of control, 
attacking wildly 


Berserk (M) 


Removed at end of battle** 


Zombie 


Attack power increases but 
recovery items and magic 
cause damage* 


Zombie (M) 


Holy Water (1)** 


Sleep 


Falls asleep, is defenceless 


Sleep (M) 


Removed when target receives a physical 
attack, after some time has elapsed or when 
the battle ends ** 


Slow 


Has fewer turns as its ATB 
fills more slowly 


Slow (M) 


Removed after time has elapsed 
or when the battle ends** 


Stop 


Is immobilised, 
commands are disabled 


Stop (M) 


Removed after time has elapsed 
or when the battle ends** 


Curse 


Disables Limit Break 
(no visible effect) 


(enemy magic; cannot be 
used by characters) 


Holy Water (1) 
Removed after time has elapsed 
or when the battle ends** 


Doom 


Countdown: KOs target 
when timer reaches 0 


Doom (C) 


Soft, Remedy+, Elixir, Megalixir (I) 
Treatment (C) Removed after time has 
elapsed and when the battle ends 


Petrifying 


Countdown: Petrifies target 
when timer reaches O 


(enemy magic; cannot 
be used by characters) 


Soft (I) Removed after time has elapsed 
or when the battle ends** 


Confuse 


Disables commands, causes 
attacks against allies and 
enemies alike 


Confuse (M) 


Removed when target receives à 
physical attack, after time has elapsed 
or when the battle ends** 


VIT 0 


Target's Vit becomes 0 


Meltdown (M) 


Remedy+, Elixir, Megalixir (I) Esuna (M) 
Treatment (C) Removed at the end 
of the battle 


* This status abnormality does not end with the battle but continues until it is removed 
**Can (also) be cured by: Remedy, Remedy+, Elixir, Megalixir (1), Esuna (M), Treatment (C) 


Useful status changes 


STATUS 
CHANGE 


EFFECT 
ON TARGET 


CAUSED BY ITEM (I), 
MAGIC (M), COMMAND (C) 


REMOVED WITH ITEM (1), 
MAGIC (M), COMMAND (C) 
7 


Haste 


Speeds up, ATB fills more quickly, 
but protection status expires faster 


Haste (M) 


Regen 


HP are slowly restored during battle 


Regen (M) 


Protect 


Reduces physical attack damage 
received by 1/2 


Protect (M), Protect Stone (1) 


Shell 


Reduces magic attack damage 
received by 1/2 


Shell (M) 
Shell Stone (1) 


Reflect 


Reflects most magic that targets 
a single enemy 


Reflect (M) 
Ruby Light (GF Carbuncle) 


Aura 


Limit Break can be used more often 


Aura (M) 
Aura Stone (I) 


Invincible 


Takes no damage or status change 


Hero-trial, Hero, Holy War-trial, 
Holy War (Il) 


Removed after time has elapsed 
and when the battle ends 


Float 


Receives no damage from Earth attacks 


Float (M) 


Double 


Enables use of 2 magic spells 
simultaneously 


Double (M) 
Counter Rockets (GF Cerberus) 


Dispel (M) 
Removed at end of the battle 


Triple 


Enable use of 3 magic spells 
simultaneously 


Triple (M) 
Counter Rockets (GF Cerberus) 


Dispel (M) 
Removed at end of the battle 


Defend 


Reduces physical damage received to 0, 
magical damage reduced by 1/2 


Defend (C) 


Removed when the next command 
is confirmed or when the battle ends 


Angel Wing 


Activates Sorceress power, disables 
commands; target aims and casts 
magic randomly, causing 5x the usual 
damage; stock magic is not used up 


Angel Wing 
(one of Rinoa's Limit Breaks) 


ANGEL WING 


* Removed by Dispel (M), after a certain amount of time has elapsed or when the battle ends 
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MONSTERS 


how to play 


Status changes caused bij 
“Auto”-Abilities 


There are a few rare Character Abilities (you need to junction these) that will 
automatically affect a characters status during battle. These are: 
Auto-Haste, enabling the character to act more often since his or her ATB 


fills up faster 


Auto-Protect, reducing the physical damage received 
magic damage received 
rly all magic 


acter to ically use recovery magic 


Bteris KO'ed. This means 
Btioned Auto- 

Br as your item 

er to take some 


Hilar 
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If a character, who has the magic Blizzard, Blizzara or B 
tioned to Elem-Atk-J, attacks an enemy that is susceptible to let 
character can cause more damage with this attack. If the character’s Ice stati- 
stic is at 100% the attack will cause double damage. If this valde is at 50% the 


character will still deal 1.5 x the regular damage by attacking. -: 


Elem-Def > This sets an elemental property to a character's defense. 
Depending on which element is used, the character can defend against cer- 
tain elemental attacks. To achieve this defense, you must choose the 


Junction option in the main menu. Following this choice, proceed as with 
Elem-Atk-J, but this time choose Elem-Def-J (once you have already juncti 
ned a GF that has learned this ability*). Once this is done the cf 
physical defense will have an elemental property. The, 
junctioned magic, the more it enhances the eleg 
Your characters’ elemental defense statistics 
status window. Example: Thunder Elem-Del 
against Thunder attacks. These can actuallyg 
ES or she is completely immune to Thundê @ 
ore against Thunder (as a result of their jung 
Sens ever, will receive more damage by Thu 
comte *Some GFs can learn superior elemg 

advance in the game (Screenshot 4 
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Take a seat in the last row of the Taeneensn 
$ classroom, closest to the wall at 
a “ the back of the screen (Screen- 


shot 5). Switch on Squalls study 
panel and make sure to read the 
entry marked "NEW". Press the 
© button repeatediy to receive 
your first GFs: Quetzactol and 
Shiva. They represent the elements 
Thunder and Ice respectively. Now Pra he abtmmnei 
make yourself acquainted with the 

features of the computer system, RARE CARDS: 
called Balamb Garden Network 
(Screenshot 6). The Tutorial is 
extremely helpful and will provide 
you with information on many 
aspects of the game. You can also 
access it from the main menu. For 
now, browse the categories of the 
School Network to get a first 
impression of life at the academy. 


MAGAZINES: 


Dn When you have digested enough information, jump 
tip back to the main screen of the study panel (the 
Whenever A button being the universal “cancel” button) and 
RLR turn off the study panel when given the choice. 
vou will be KERA Junction your GFs' and abilities. Make sure ta junc- 
VM ROPU LD tion the “Draw” command. Now leave the classroom 
This guide book refers to 
GFS by their original and walk to the bottom of the screen. As you are 
names. about to turn onto the walkway leading to the eleva- 5 
tor, a young girl runs into you. She is an exchange student from’ Trabía Garden, another of the three 
SeeD academies. She will later introduce herself as Selphie. Having passed her written SeeD test at 
Trabia Garden, Selphie Tilmitt is here for the practical exam. She asks you for a tour of Balamb Garden. After 
you have consented, take the elevator downstairs to the IF Hall (Screenshot 7). 


vis (a place that 
jp of the screen, near the pain- 
see your first Draw Point. Use 


you will run into Seifer and his 

ot and not to be underestimate. The 
in the top right-hand side of the first, 

nction your GFs and the Command 

nter. While this isa good oppor- 

fe will be tough on a single fighter 

Il, you are likely to encounter T- 

you will not be able to defeat 


ft side of the 
the gate and see 


Treneensnor Dn 


Sqalt and Quistis-are now on the world map. The tarred raad leads to Balamb Town. 
I( vou head in the oppasite direction you will reach the eastern part of the island and 
Lind the entrance to the Fire Cavern in the mauntainside. While the task at hand is to 
{ind and defeat Ifrit in his Fire Cavern, it will not he held against you if you explore 
Balamh first. Choose one option and explore the other path of action afterwards. 
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MAGAZINES: Timber Maniacs (f issue), 
Combat King 003 


SHOPS: Item Shop, Junk Shop, Hotel 


(a cheap means of regenerating HP), Car NA d 
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COMBAT KING 003 
(event) 


Continue up the 
if main path until it 
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DISC 1 


make your tip 


GFS learn “Boost” at an early 
stage. This ability allows you to 
attack power during 
e “Abilities” section of the $ 
“Junction” chapter). It is particularly 
useful in bass fights such as the 
against I{rit. Shiva can cause addi- 


e next p tional damage, making the 
battle shorter. 
an Ee, 2 PEeneensnor 3 


19 47 


a 


a hed ends at a fiery hole in the ground. Your arrival calls Ifrit from the depths (Screenshot 3). He is comparati- 
' vely tough but weak against Ice, as are all fire creatures. Summon GF Shiva repeatedly and use GF 
Quezacot!, too. One of the characters not junctioned with GF Shiva should cast Ice magic (Blizzard). Your 


After your return to-Balamb 
Garden you wilt be congratulated 
and asked to change into your 
SeeDeuniform- Visit your dormi 
tory, turn towards the bed,in"four 
room and,press the-„@ button in 
order to receive à choice of clo- 
thes. There is also a Save Point in 
the dormitory. The next part of 
your adventure is triggered when 
you return to the directory in the 
IF hallway. Headmaster Cid 
assembles a few people and 
explains the practical SeeD exam 
that is to follow (Screenshot 4). 


physical aftacks are far less effective, Try to draw Ifrit's Cure and use it when necessary. If you manage to 
defeat Ifrit before time runs out he will agree to join you as a GF. The countdown then stops. Junction Ifrit 
as soon as he is won over and make your way back to the cave entrance. There is now time for using the 
Draw Point if you did not do so on your way to Ifrit. Also make use of the random encounters in the Fire 
Cavern to draw magic and gain experience. Save your game upon returning to the world map. You now have 
three reliable and very use- 
ful GFS. 


True to orders, your squad rea- 
ches the Town Square and waits 
for a long time. When nothing 
happens Seifer decides to rush 


up to the Communications Tower, demanding that you follow him. 
Take the top left path from the Town Square and make your way 


Frereensnar 4 


[senzenswor 5 


across the bridge (Screen- 

_] shot 4). The path leading 

‚j to the Communications 

1 Tower is strewn with defea- 

ted soldiers. Address them 

in an attempt to find out 
what is happening. 


At the top of the mountain 


(Screenshot 5) Seifer rushes into the Communications Tower. At 
this moment, Selphie comes panting up the hill. She has new 


orders. Since Seifer, the 
squad leader, has headed 
on, Selphie joins Squall and 
Zell. Junction her with the 
GF and abilities that Seifer 
had up to this point. Now 
run up the remaining path 
to the right. It rounds a 
bend and ends in front of 


the tower. Enter, use the Draw Point to the left of the elevator 
when facing it and save your game. 


Since Biggs’ HP are restored after you have defeated him or after a certain amount of time, don't bother 
to attack him. Have your party members draw Esuna from him instead. It is useful for curing status abnormalities 
and is also a powerful magic to junction (Screenshot 8). 
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Your party emerges on the top of 
the Communications Tower. They 
surprise Biggs, a Galbadian sol- 
dier who has just repaired the 
satellite dish installed up here 
(Screenshot 6). A battle ensues, / 
followed by a fight with both ad 
Biggs and his aide, Wedge. This 
battle is in turn cut short by the appearance of Elvoret, a huge bat- 
like monster that holds GF Siren (Screenshot 7). 


SCREENSHOT 7 SCREENSKHOT 8 


Once Wedge arrives, draw his Cure and attack Biggs first. He is the more dangerous opponent although 
neither of the two are inordinately strong. Summon your GFs if you wish to cut the battle short. 
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BOSS, holds GF At thesend of this encounter Biggs and Wedge will be spirited away by Elvoret, a flying monster. 
Make sure that one of your chäfacters draws GF Siren immediately, Also draw Double: It allows you to cast two "copies" 
of the same magic during onesturi®Since Elvoret is rather magicsresistant you should save your spells and attack with 
your GFs instead. Only use-physical Sttacks Ifsyour GFS-are disabled. Draw and use 
Elvoret's Cure if necessary. 


Immediätely &fter the battle Seifer appears in the 
doorway (S&reenshot 9). Selphie rushes towards 
him and conveys the order to withdraw back to the 
beach within 30 minutes. A countdown begins as 
Seifer abruptly makes his exit, You now need to 
reach the landing zone at the beach as quickly as 
possible. 


Troop into the elevator as soon as you can move and save your game at the ent- 
rance of the tower (Screenshot-10). Take the time to heal your characters and 
make sure each of them has junctioned a GF and as many abilities as possible. 


BOSS When you leave the Commiünications Tower, a huge spider-shaped robot will 
land in front of you, blocking youf path. XATMO92 is the most fearful opponent to. 
date as Ît can repeatedly repair itself. Being mechanical, however, it is susceptible 
to,Thunder attacks, so summon GF Quezacot! frequently. You can escape (by pres= 
sing the L2 and R2 buttons simultaneously) from this battle whenever Zell:says 56. 
AFthis point, the robot will repair itself completely. Continuing to fight it here will 
only cost you valuable time. When you retreat, the monster will follow you right into 
town in leäps and bounds and repeatedly cônfront you (Screenshot 11). Agalm, vou 
gan only esEape from battle after Zell'S caMmment has been displayed. It Is possible 
to defeat X-ATMO92 as it can only resort tö selfsrepair a limited number of fimês. Try defeating it on the bridge leading 
back into Dollet: There will be a.point in time when the robetean no tonger enter repair made. If you 

have drawn Sean, use it repeatedly to find out which condition x-ATMOS2 is in. This battie 

You can avoid tip 


will be easier if you hav&summoned GF Quezacotl often before, thus increasing his com- 
patibility to his bearer and allowing him tomsterialise faster. 
the confrontation on the 
bridge if you time your retreat cor- 
rectly. Run to the middle of the bridge 
and watch the left side of the screen. b 
When you see the hulking shape of X- 
AlMoge leaping to overtake you, run 
back to the left until the monster is no 
longer on the screen. (This does not 
spare you the other encoun- 


ters with X-AlMoge) When you are all safeli  Sineesthenexteventewill ont Fram now on, tip 


be triggered when you enter keep an eye open for magazi- 
back abOürd „the SeeD vessel Balamb Garden you can nes. You will find Issues of varlous 
lhe-squadTs brodghiBack to Balamb / epigre the Sinta BURY publications in most settlements. They 


Harbor To time SeijerTs met by Raijin and Fujin,  elêisre. PrawBand SWEN are not specifically mentioned in the 
whordeide him hae To Balamtr Garden without wait- #Peâingfmagië tromgthesg walkirouoh te. However | vou are rea 


5 Caterchipillars in” the lu desperate, read the section on magazi- 
ing for thedthers. Squall, Zell and Selphie will have rdrestsl but Bewarekor pek CS. In the “Secrets” chapter to find out 


where to look exactly. Read the maga- 


fo walk back to the academy. Rexauft If vol candPUCMNSSS jos 10 gain (he knowledge needed 
If vou have not explored the town vet, do so nous Stockupy” (ormidablegmonstegto sleep for weapon upgrades or cer- 
healing items, get your bearings and visit ZellS moree & Aung batte sGamsometenne tain Limit Breaks. 

8 rience in battles, draw magic from 
like (Screenshot 12). The family lives in heef SOUSn the monsters and try to survive 
right in the Tovo Square (when standing Wine EnEoUntErs WIENGDEUSInG Your Grs- Heal vour party, save your game 
signpost). F5eneensnor iN repeatedly and return to Balamb Garden when you feel prepared for a 

new mission. 
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1F Hall, Cid 
Balamb 


1g to him. Here you will mee pl 


5 gssistant, wil join the litt 


From now on you 
can take the SeeD rank test at 
any time. It is accessible {rom the 
Tutoríal option in the main menu and 
from Squall’s study panel in the 2F clas- 
sroom. Use the test to raise your SeeD 
rank and therefore gain a higher salary, 
but also to test how much you under- 
stand about the game. The SeeD 
rank test is explained in the 
“How to Play” chapter. 


„ The students are now asked 

to change into dress uniform 
… for the graduation ball. Return 

to your dormitory and change 
into uniform. When you leave your 
room Selphie will be waiting for 
you, then the ball begins. An 
enchanting cinematic follows. 
Squall, who is not enjoying the 
night at all, is approached by a 
charming young woman (Screen- 
shot 4). She leaves after a delight- 
ful dance or two (Screenshot 5) 
and Quistis addresses Squall. She _Do as Quistis asks you and enter the passage leading to the Training 
asks him to change back into his__ Center. Your former instructor will give you a hint on how to deal with 
casual clothes and meet her in the _ T-Rexaurs. Junction a GF and all the relevant abilities to Quistis, as 
Training Center. the monsters in the Training Center never sleep. Enter the area via 
the door to the left and follow the path leading to the top of the screen. 
laErcensnor 5 In the next screen, approach the brightly lit doorway. It leads to a 
secluded, rather romantic balcony (Screenshot 6). However, as 
Quistis tries to share her doubts and worries with you, you are most 

unsympathetic. As the 

two of you prepare to aeneensuo 
leave the Training Center, 
you see à young woman 
being cornered by mon- 
sters, She seems peculi- 
arly familiar to you. Rush 
to fend off the monsters 
and save the girl. Before 
you can ask her any que- k « 
All the other hallways are barredbi Garden Faculty stions after the battle — 


for the time being, so retire to the dormitory for a She is led away by two mysterious young men. 
good night's sleep. Before gou neach the dormitory, Zellkapproaches you, 

reporting that as SeeDs you alkhave single roans now Press he hutton 

to lie down. 
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rain ride to Timber 


ne Head for Balamb Town and buy 

d healing and recovery items if you 
en. have depleted your stocks. Make 

4 sure you have at least 3.000 Gil 

left as you will need to buy a train 

ticket at that price, you cannot 

REENSHOT 4 reach Timber on foot or by car. The station is in 
Balamb Town to the left of the shop (Screenshot 2). The woman dressed 
Talk to the station guard, buy your ticket and walk in red and white stan- 


towards the back of the screen to approach the ding outside Balamb Station 5 
platform (Screenshot 3). Ís the Queen of Cards. She will be here for most 


of the game unless certain conditions explained in 
the "Secrets” chapter are met. If you would like her to 
spread a playing rule ín this area you must pay her 
30.000 Gil. It is possible to gain this amount of money 
before leaving for Timber: As you are free to roam the 
countryside at thís point you can go monster-hunting in 


Aboard the train you must insert your 
ticket in the panel next to the door lea- 
ding to the passenger compartments 
(Screenshot 4). Selphie will dash 
through it, Follow her and address her, 
then troop-into the passenger compart- 
ment to the left. Suddenly the party falls 
UNEDISCIOUS … 


0 


Balamb, gaining items and experience while waiting 
for a number of salaries to be paid. You can 
increase your SeeD rank and thus your 
salary by passing increasingly higher. 

levels of the SeeD rank test. 
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gou find yourself 
in a different place 


1 
A 8 L ' penn with different peo- 
ple. dúa are now controlling La Í ais accompanied by his brothers-in-arms 
Dd and. Ward. ed he, major batt dt Bebo, up a a path. leading through a 
forest. Keep walki ls the top of th ij 


EK 


# until yo 0 rossi seg ver 


Cure, Water 
nd hd nb 2 Walk up to the stage and talk to Julia (Screenshot 2) … untila [screenswor 3 
LE % n cramp in your leg forces you to retreat to your table. You resu- 
a ad me conversation with your friends, who suddenly withdraw as 
et À Julia approaches (Screenshot 3). She invites you upstairs. 


Leave the bar, address the receptionist and ask for Julia's room. 
You will arrive there automatically. Polite conversation ensues, 
with both of you talking about your dreams. Julia promises to 
wait for you. 


FOREST LEADING TO DELING CITY 
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The Forest Owls hope to liherate Timber from Galbadia’s invading forces. They 
intend to kidnap Galhadia's President, who is currently travelling in his-Presidential 
Train. He ís to be let free in exchange for Galhadia’s withdrawal from Timber: 


FSove Poinis IJ 


Fiene 


- 
4 ' After Rinoa has explained the plan in detail (Screenshot 3) you can review it as often as you need 
8 Î to. Examine the message board in the briefing room to find out more about the political situation. 
7 Then make another tour of the train, save your game and address Watts outside the briefing room to 
bs ef trigger the kidnapping sequence (Screenshot 4). When all of the party have pulled themselves up to 


the roof, run to the left of the screen and press the @ button to leap to the next carriage. Cross one 
more carriage. You will now be instructed on how to enter the codes for releasing the presidential 
carriage. You must climb down the side of the train and enter three four-number codes within 5 minu- 
fscneensuor 4 tes. Memorise which button on your Controller represents which number before beginning the 
sequence. The other two party members will be watching out for the guards patrolling inside the car- 
riage, warning you to climb back up when either the red or the blue guard approaches. 


If you fail to time your movements correctly you will be noticed by one or both of the guards. You 
can then either try again or give up. Trying again is convenient but will.not help the ongoing assess- 
ment of your actions as a SeeD. After giving up you can start again from your last saved game. 
Entering an incorrect code aborts the sequence and you will have to restart it. However, this does 
not mean you have been discovered, 


ti After the game has accepted a code you can choose to continue directly with the next one or climb 
When a code is up to the roof. Due to the routine of the patrolling quards you will probably be able to enter two codes 
zeil ce GEE 5 in a series before having to leave your position. Wait until the guard has left. 
ee, Í8 kele jan Then clamber down and enter the last code. Climb back up after thìs and 
Essay’ Lie frst”burton. Press the move to the left side of the carriage. On this side of the carriage you If you manage 
E drs will need to enter five codes. Proceed as before but be prepared for MONG UN 
od il ni ae WR two or three climbs to safety. You must now look out for the guards  MUSRUR UE SNG 
EN ad be Ledel yourself each time you have entered a new code by pressingthe R1 WMR Ad [irst 
ei outen. you see a guard approaching, avoid detection by climbing up WGA RL 
to the roof, Wait until both guards are safely out of the way before clim- Varese 
bing back down. SeeD rank level. 
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Presidential Campaign 


BOSS After succeeding the group wilkme&t,againin,the Forest Owl's train. You have Kidnapped the President of 
Galbadia! Before confronting him yotshouldscheek. whether your characters have junctioned all available GFs and abi- 
lities. Make sure that at least one @f your charä@ters has the Item ability junctioned. Save your game and address Rinoa 
when you are ready to leave. You will get another opportunity to access the menu; Then talk to Rinoa again and the 
four of you will automatically enter the presidential carriage. Rinoa confronts President Deling, who, to everybody's 
horror, turns out to be a double. Draw Cure from him in the ensuing battle and use physical attacks: This opponent is 
not very strong (Screenshot 5). 


BOSS After you have defeated the fake President he will morph into his true shape, a horribly distorted monster 
named Gerogero (Screenshot 6). It uses very harmful physical attacks as well as a variety of status attacks such as 
Silence or Berserk (Screenshot 7). Whenever one you your characters ís inflicted with a status abnormality, heal him 
or her.at once using Gerogero's Esuna. Use Fire attacks (Screenshot 8) and GF Ifrit against it and draw its valuable 
magie If yol*want to end the battle quickly, use healing magic or items. As an undead monster, Gerogero is weak 
agaïnst these since anything that restores HP to the living depletes them in the undead. If you have no Elixirs or X- 
Potfons at this point (or would like to save these valuable Items) use a Phoenix Down to defeat Gerogero instantly. 
However there is a chance that your move might miss. 


: Prine .sors nEEnsmor 6 


úrges the SeeDs to 
holding a speech at 


TFt AN TAS te UI 


manics y the TV Station. As you cannot cli 
he) KT fi use an Ik to the right of the scret 
kj wing screen by descending the stairs in the back (do no 
right). a 


yproach the little square outsi-…, 
jb you will be ked by two 
Soldiers, Defeat them to gain 
nter the bar, listen to the 
and then walk up to him 
If you tell him about the 


ä MAGAZINES: 
KEY ITEMS: 
SHOPS: 


Y After leaving the pub through the back door, follow the Save Points | E 


alley to the foot of the stairs leading to the TV Station. Run up the flights of steps until you reach the 
large outdoor screen (Screenshot 3). Watts lets you know that President Deling is now in the studio, 
preparing for a broadcast. Squall and Rinoa will have an argument that ends with Rinoa leaving. As she 
runs downstairs the fellow SeeD you left out of the party catches up with you. Watch the broadcast and 
the rapidly deteriorating situation in the studio. You will rush up the remaining steps automatically. 
Then run down the long walkway to enter the studio (Screenshot 4). 


Zell makes a grave mistake in __ Follow Rinoa and Quistis back into the pub and take up the woman's 


letting slip that all of those 
assembled in the studio, inclu- 
ding Seifer, belong to Balamb 
Garden. President Deling 
swears that Galbadia will not 
hesitate to seek revenge if he 
z a —) is harmed. It becomes obvious 
that Seifer and Rinoa are acquainted. Follow Seifer and 
Quistis into the adjacent room. Stopped in its tracks by 
Edea's magic, your party watches helplessly as the 
scene evolves. Once everybody can move again, follow 
Quistis and Rinoa outside and down the stairs. Following 
the live broadcast of the events the Forest Owls’ train 
has been destroyed and the resistance is no longer wel- 
come in Timber. Rinoa asks Squall to take her to a safe 
place for the time being. 


offer to stay with her. She is actually the chief of the Forest Fox resi- 
stance organisation. Run back to the little house next to the Timber 
Maniacs building. It turns out your group is not safe here. After every- 
body has fled upstairs and discussed the situation (Seifer is sure to 
face a death penalty for his attempt to kidnap the president) your 
group troops back down- 

stairs after the chief has [scneensnor 5 

told them that all is clear 
again. Walk towards the 
exit to make Quistis 
divulge her plan to seek 
help at Galbadia Garden. 
Regroup and find Watts in 
a Galbadian uniform out- 
side the Timber Maniacs 
building. He will be your 
eyes-and-ears in the town. 
Exit to the right, cross the next screen and enter the hallway to the 
right after collecting the train tickets from Zone, who will stay 
behind. As you emerge in the following screen, head for the stairs 
(that lead up) to your right. From this platform, cross the pedestrian 
bridge to reach the far platform (Screenshot 5). Enter the train. 
Everybody is reunited again. 
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Exit to the top of the screen. Head for the circu- 
lar opening at the top of the next screen, exit 


and examine the detonator lying in the tunnel. il 

Press the red switch, wait for a result, then 

the top of the screen you are in and climb the ladder. Follow the stairs and walkway, then run 

up the winding path (push the boulder to find a Draw Point) into the screen with the Save is 
Point. Walk towards the top of this screen to exit the cavern system. On the cliff you will do 


press the blue switch. The detonations will 
battle two more times. Then, there is nothing left to do but to take the 
Sleep, Confuse, Cure 


cause two rocks to block tunnel exits. Head for 
plunge … (Screenshot 2) 
CENTRA-EXCAVATION SITE 


BOULDER close) 


pact 


048 


summoning 
the short flight of steps 


Parts of the 
P building are acces- 
sible. Find your way around 
with the help of the map shots 


and look into the classrooms to 
find students whom you can Haste, Shell, Life, Double (hidden) 
challenge to a game of cards. 


More importantly, use 
the Draw Points. 


Upon entering the Hall you wilt be hailed bu Raijin. He and Fujin 

have brought new orders from Cid. Distressed at hearing about 
Seifer; they head for Galbadia in search of him. Return to the entrance gates and fol- 
low Quistis outside (Screenshot 3). Talk to Rinoa. Headmaster Martine arrives ina 
car explains the political situation and assures you of Gulbadia Garden's support 
(Screenshot 4). He introduces you to Irvine Kinneas, a sniper {rom Galbadia 
Garden, and leaves. Talk to Selphie and explain Cid’s new orders. Now form a new 
party hat includes Irvine. Check everybody's junctio- Faes eens wor 4, 
ned GFs, magic and abilities and leave the Garden. 


If. you turn on the spat (using theta button) once you 
are an the world map you will see that far Fast 
Galbadia Station is nearby. Head there, walk up the 
stairs and buy a-train ticket fram the station staff. You 
will hoard the train automatically. Walk back towards he door to De the TE S 
enter: After you have opened the door for Selphie (as on your first-train ride), Irvine 
wilk follow her. Follow him in turn, wait until he has left and talk to Selphie. Upon 
your return to the first screen Irvine will make an unsuccessful pass at Rinoa and 
then explain-his situation. 
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le ator. the next screen, walk 

e red and head for the bottom of the 

á eting at the view outside, talk to your friends and 

op of the screen (Screenshot 1). A bus driving to 

Jansion will stop directly outside the station. Address the 

staff near the bus stop to get on . Get of a Bet stop (pressing the A button) and enter 

Caraway's estate near the bus ist 2). „ Address the, guard to receive 

instructions and a map. You do nat nee buy f m if. you prefer to save your money. You 
now either exp 


guard t 
you cal 
fuel units 
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Protect, Float, Cura (hidden 


teven rn 
From the left tip of the Tomb, Ae: 
walk straight ahead until you Ee 


reach the second intersec- 
tion. Turn right here. Turn 
left at the next intersection. 
At the following intersection, 
turn left again and walk 
straight ahead until you 
reach the drawbridge. Cross it to enter the main chamber 
of the structure (Screenshot 4). 


Sacred and Minotaur are waiting 
here. Defeat them to gain them as GF Brothers, 
using Float, if possible. Casting it on the bro- 
thers will prevent their HP from regenerating. 
Draw Life from Sacred whenever you can. The 
brothers’ protective magic is valuable, too, You 
can also draw it for use in this battle. Float is 
excellent for protecting your characters from 
Earth attacks. Summon your GFs and boost 
them if you can. They will cause more damage 
than your physical attacks. Try to defeat 
Minotaur first; he is by far the more dangerous 
of the two. 


Examine the stone coffin after battle. As it happens, you 
have freed the unknown king, who gratefully retires to 
eternal rest. If you do not have the position indicator for 
your map be careful to keep track of your progress 
towards the exit of the structure. 
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MAGAZINES: 
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SHOPS: 


Save Points | cr CITY: Thundara, 
SEWERS: Esuna, Zombi io (hidd 
= Rinoa's courage is admirable, but unfortunately, her mission fails spectacularly … Edea grabs her and drags 
tip the girl outside. She does away with President Deling, declares herself ruler of Galbadia and brings two sta- 
here Is tues to life. These Iquions now keep watch over Rinoa. In the crowd, Irvine and Squall spot their friend. The 
scene switches back to Quistis (whom you now control). Frereensmor 4 
Examine the painting on the wall, then move to the shelves on 
the left side of the screen. When you examine them you will auto- 
matically take a cup‚ then use the cup on the statue to the right 
of the cabinet (as you face it). The statue will slide aside, revealing 
a staircase that leads down to the Sewer (Screenshot 4). Use the 
Save Point and descend. Some way down after you have crossed the first 
water wheel the scene switches to Squall and Irvine. 


a manhole near the car 
at the back of the 
Presidential Residence. 
You might want to 


Irvine rushes to Rinoa's rescue. Follow him and climb up 
the same crates and car Rinoa used to reach the roof. From the terrace, rush 
into the hallway and enter Edea's room to fight the two Iguions (Screenshot 5). Draw GF Carbuncle from one of them 
and summon GF Brothers as well as your other GFs for suppport. Do not use GF Ifrit, however, as Iguions are immu- 
ne to Fire attacks. If the monsters succeed in petrifying any of your characters, draw and use their Esuna immedia- 
tely. Should both of you become petrefied, the game is over. Also draw Break if you can. Leave the room and open 


Fee PLD) Fot DAR Hor 6 the trapdoor (Screenshot 6) in the hallway. 
r ad Descend to the housing of the musical 
hes: mechanism embedded in the roof of the 

| j residence. You will find Irvine's sniper rifle 


f k è | here, The scene switches to Quistis and her 
nei dine # De \’ party. 


DISC 1 


walkthrough 


TheSewer Is tricky to navigate as you häve to negotiate your way 
througfetunnels that resemble one another closely and even retrace 
your stepStalong the other sides of screens you have already tra- 
versed. You câMmsonly Walk on the-narrow feotpaths, across some 
obstacles spanning the water and-acroSssome water wheels, Geliision detection here is 
not easy; you must find the correct positönsrelativesto each wheel before pressing the 
@ button to climb over it. Not all wheelsscaribe, climbed over. Also, there are several 
gates. Not all of them can be opened. Press the button when you reach a barred sec- 
tion to see whether you can open à gate there, USe the map below for orientation You will 
meet rather nasty monsters down in the sewers, but will also find magic in several places. 
At the end of your journey through Deling City's underworld you will reach the Archway (Screenshot 7). 


Emerging from the Sewers, Quistis and the others see that they have arrived in 
the nick of time. Quickly climb up the ladder to reach the upper floor of the 
Archway and flip the lever on the wall{on the left side of the screen). Clamber 
back down and watch how Edea's vehicle is trapped between the falling gates. The 
musical mechanism of the residence rises and Irvine gets an unobstructed view of 
Edea. After hesitating, racked by doubt, he fires a perfect shot at the sorceress 
but she repels his bullet effortlessly with magic Squall jumps-down from the buil- 
ding, captures a car and recklessly drives over to confront Edea but is stopped 
short by Seifer (Screenshot 8). 


BOSS nt this point squait should have GF Carbuncle junctioned. Also, at least one of your characters should have the 
item command junctioned as you will not be able to heal your party with magie If you summon GF Carbuncie to fend 
off Edea's various magic attacks during the second battle that is to follow. Us& GF Carbuncle and your other GFS to 
defeat Seifer, This should be an easy battles Squall will now be joined by his friends. 


gEENBHoT 10 


BOSS Together, they face the sorceress (Screenshot 9). 
Summon GF Cärbuncle repeatedly to keep Edea busy dispel 
ling your magigal shields, Use the time to attack herand draw 
Edea's Life magic, as swell as other valuable spelis 
(Screenshot 10). Those party members who do not have GF 
Carbuncle shoüld summon thêir GFs for help; No matter how 
valiantly you fight Edea will eventually let loose & devastating 
Ice attack, piercing Squall to the heart (Screenshot 11), He. 
falls, defeated. 

Thus endeth Disc 1, Save your game and place Disc 2 in your 
PlayStation. 
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DISC 2 


‚ 


walkthrough 
Laguna - third dream 255 er 


He has settled down in the quiet village of Winhill and befriended Raine (Screenshot 1), the local EA owner: He also 
looks after Elone, an orphan, whom he loves dearly. Laguna has become Ellone's.and the village’s protector; regu- 
larly patrolling Winhilt and dispatching any monsters he finds. : Fseneenshor 12 


TET 


- 4 The pub is empty upon your return, so you decide to go upstairs [screensuor 3 
% (Screenshot 4). Here, you overhear a conversation between Ellone jd PN 

van dl and Raine. The little girl likes Laguna very much and would like Raine 
J to marry him. It seems that Raine shares Ellone's feelings but is under 

no illusion that Laguna will stay in Winhill forever. She then discovers 

the two eavesdroppers. Give your report and then do as Raine says: 


# Head for your house, go upstairs and prepare to lie down (pressing the 
[7o he obtained © button and choosing to rest). Laguna hesitates and worries that he 


SHOPS: might not wake up in the same place, but eventually he falls asleep. 
SCREENSHOT 4 
Save Pons II al 
ER alas 
Curaga (hidden), Sm x En / 
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Drain, Reflect (hidden) p > 
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Totally disoriented, Squall wakes up in a single celf-which is now being extracted 
{rom the main structure by a crane and lifted toa higher storey. Seifer enters 
[scadenShor 2 (Screenshot 2), taunts Squall and has a pair of 
Moombas take him to-a torture chamber on the same 
floor: 


SCREENSHOT 1 


SCREENSHOT 3 


Nl & [ro be obtained 


MAGAZINES: 
IMPORTANT ITEMS: 


SHOPS: 
4 Berserk, 
Thundaga (hidd 


Meanwhile Squall doggedly endures torture. Seifer demands to know why Balamb Garden is oppo- 
sed to the sorceress. You learn that Edea has prepared a missile attack on the Garden in revenge. 
She wants the place destroyed and all SeeDs hunted down by Seifer. After Seifer leaves, the warden 
continues the interrogation. When given a choice, you should lie. Eventually, the incredulous warden 
leaves, posting a quard to watch you. 
You are back in the companions' cell on 7F. Talk to everybody until you come up with a plan. The 
_ | Girls lie down and you call a guard for help. The guard enters and is easily overwhelmed. The 
ind! Moomba follows you outside. Make sure to junction GFs, magic and abilities before you move on! 
Run to the left of the screen and up the stairs to 8F. As you move towards the soldiers examining 
„ | the party's weapons you are confronted by a third guard. Defeat him and, after an exchange of 
words, the other two guards. Use encounters with guards to draw their Silence (Screenshot 4). 
You will now pick up the weapons automatically (Screenshot 5). Back in the cell, everybody arms him or herself and the Junction screen 
is displayed. Prepare your party members. The same guard now enters again, accompanied by none other than Biggs and Wedge. They are 
reluctant to fight you, but a battle is inevitable. 


You can_now tip 


explore the building but will 
encounter many opponents. There 
are two cells on every floor, although 


not all of them are open or hold any- 
thing interesting. If you begin your 
After defeating the Galbadians you decide to find Squall. Suddenly, a siren begins to wail and you WN TN ND IT NT 
hear an announcement: Monsters have been set free on every floor, and the anti-magic barrier has WlfiNRTORTNLE 
been dropped. However, you will need to make 
your way back upstairs in 
the end. 


DISC 2 | 


walkthrough | | 
Most sores vou win fina he ollon 


10, 


x LEFT CELL RIGHT CELL E FULL CIRCUIT NEEDED TO ACCESS 
have barriers between FLOOR (LEFT ON THE SCREEN) (RIGHT ON THE SCREEN) STAIRS LEADING UP 
their two sets of stairs, forcing NE E Yes (left Moomba)* 
vou to walk a full circuit ofthe floor WN Random Hem (f janny Hidden Draw Point: Thundaga Yes (left Moomba)* 
nl 
before you can move up or down one a or 
en Í 10 Save Point Character Report (if you play Yes (left Moomba)* 
storey. The barriers of up to three cards for 300 Gil and win) 
prison floors will be removed by 9 Draw Point: Berserk Yes (middle Moomba)* | 
Moombas you find with Squall |___8 Individualtrader (Shop) _ — Without weapons: Yes; with weapons: No! 
in the Torture Chamber: |__7 _(SeeDs'cell) = No 
rz Yes (middle Moomba)* 
| 5 Random item (if you play Yes (middle Moomba)* 
| cards for 500 Gil and win) 
Ì___4 Box (Tent) - Yes (right Moomba)* 
When you reach 1 EN ie pa arl | 3 Box (Pet House) Yes (right Moomba)* 
{/ 2 ox (Pet Nametag) Box (Str Up) Yes (right Moomba)* 
stops at il 
1_ Hidden Save Point Box (Combat King OO1) No 


chamber while th Moomba : 
opens it (you might also have obtained a key {rom a guard after battle). Squall is uncon- 
sclous - and ín the cé ompang of up 1 re Moombas (depending on your choices: earlier) 
After his companions have woken him up you will control Squall (Screenshot 8). Talk-ta. 
the Moombas and decide on which floor(s) they should remove the barriers between the 
sets of stairs. 


Meanwhile, Zell has reached BF. Run to the right of the screen, 
making a clockwise circuit of the storey. Just before reaching the 
stairs leading down, you are knocked out. Upon waking up‚ you âre 
menaced by the same quard … and saved by Squall at the last 
moment, As you thank him, Quistis and Selphie come down the 
stairs, At this point, the group is attacked. 

The scene then switches to Irvine, who is standing quard alone until Í 
Rinoa pushes him down the stairs. Squall approaches from the left | 
and the entire group runs upstairs (Séreenshot 11). Rinoa-knows the 

way out. She will automatically be in Squalls party when you now 
regroup: Take Zell as your other companion, as he’Îs familiar withthe 
site. From now on you must remember to junctfn-everything to the 
cürrently-active party whenever the scene changes between the 
groups (Screenshot 12)! The other-three companions will remain on 

this floor (BE) while your party storms up to 9Fand the following floors. 

On your way ffom 12Fto 13F the scene switches to the group left on 8F. 

Mey decide torun back down to the cabin, Make the circuit of BF, des- 
Gend to 7E and run down the next Setóf stairs (there is no barrier here). Save your game on 6F. While you move from 4F to 3F the scene 
Switches back tothe.party on 13F (Screenshot 13), 

From outside the Torture Chamber, climbrthe'statrs at thetbottom left of thesorgens€ross,the vast control room you now enter and ascend 

the stairs at the top of the screen. Run towards the light at-thê bottom -rightof the next sereen to end'up outside. 


BOSS You wilfjust have timestoregisterasbridgesahead.of.you before an alarm sounds-ând yotfare attacked by an | 
Elite Soldier accompanied by two GIM52As. Defeat the soldier first, using youreFssthen dispef ay support magic 

he casts on the two robots. GIM52A is susceptible to Thunder attacks, so summon GF Quezacgt! reBeatedly. Try to 
steal a Missile from each of the robots. 
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As soon as you arrive the-prison will shift and hore 


el into the grounds Squallhas clambered up automatically and all groups meet in the 


parking lot (Screenshots). After à brief discussion the-groups get into-the cars. 
Both vehicles drive into the desert, stopping at a crossroads, where everybody 
disembarks automaticalti. 
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DISC 2 


Talk to Selphie 


Galbadia Missile-Bas Rt 5 


(Screenshot 1). During your discussion the fist missiles are launched. Selphie is sure that they are vree at for 
Trabia Garden and insists on entering the Missile Base in an attempt to prevent further launches. Choose two com- 


Freneensmor 1 


panions to drive back to Balamb Garden with Squall; Tsescensnor 2 
the remaining two characters will join Selphie. : % 
Squalls group then departs automatically. 


LIN 
Se 
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[70 be obtained 


MAGAZINES: Weapons Mon Jun 
IMPORTANT ITEMS: ID Card (depending on the situation) 


Save Points Ii Full-life, Blind, Blizzara 


Walk into the next screen. You will reach a guarded door. If you choose to walk past the guard he will com- 
mend you on your manners. Continue along the walkway and bridge to the next Save Point. Address the quard 
near the door; he will allow you to enter the missile hangar. Ignore the first person you see in this huge hall 
and walk up to the lone worker near the top of the screen. Talk to him, leave the hangar and walk down the 
hallway at the very left of the screen (between the stairs you came down and the wall). There are two quards 
on the right-hand side of the observation deck (to your left as you enter this screen). Talk to the first quard. 


He will ask you to convey a message to the worker in the missile hangar. Return there and talk to the worker. He will tell you that he doesn't 
have time to check the computer. His colleagues are to take care of this themselves. You duly deliver this message to the guards on the 
observation deck, who now order you to have a look instead. Now walk to the Save Point near the hangar and go up the stairs at the bottom 
left of the screen. Return to the first guard you saw in the building. When you address him, he leaves. Enter the room he was guarding. 
Approach the control panel to the left (below the large screen) and choose to "just hit whatever’. Now press the EN button fast and re- 
peatedly (Screenshot 5). The building's power supply will break down; the passages are now bathed in Fe MENENS 


the eerie red glow of the emergency lighting. Outside this room you will be approached by guards. You = 
can now choose to fight or to talk your way out of the situation. 


If you choose to fight: aster tne vatte you cannot access the computer terminal to the right of 
the hangar entrance (when you face it). Instead, run up the stairs on the right of the screen and enter the 
control room, where an officer and two soldiers are about to initialise the launch sequence (Screenshot 6). 
After this battle, examine the computer terminal closest to the stairs you came up (on the left-hand side of 
the screen). None of your party can leave the room before you have sabotaged the initialisation 


Fse REENSHoOT 7 (Screenshot 7). After that, exit the control room to the top of the screen. Examine the 


minutes until self-destruction. 


controls beneath the luminescent screen on the left wall and initialise the self-destruct 
J sequence of the Missile Base. Since you need to battle a boss opponent outside the 
building before the countdown expires it is advisable to choose 20 rather than 10 


er FFENAL PANTS Te HI 


If you set the timer 
to 10 or 20 minutes the green 
door on the right will open 
(Screenshot 8), giving you direct, one- 
way access to the entrance hall of the 
building. However, both doors in the en- 
trance are now sealed and you cannot 
return to the computer terminal to alter 
the flight path of the missiles. This 
means the game is over, so do 
not use the green door in 
this scenario! 


REENSHOT LO 


If you talk your way out: Tre 
quards will enter the computer room no 
matter which answer you choose. You will 
follow and disable them automatically. 
Make your way to the next Save point, As 
you approach the hangar door a quard 
exits. Choose to remain calm and confirm SWITCH 
that you will help the others in the hangar. 
Three people are trying to push the missile had 

in its tracks. Address the fourth Galbadian. <& ema 
He will tell you that one of you needs to gen 
push at one end, two in the middle. Walk to 

the free space behind the Galbadians 
where you see a rectangular light on the 5 
floor; above it, you can position yourself on @ 
the studs of a metal floor plate). Press the SELF- 
© button when you are in position to make __DESTRUCT 
vour other party members take their places, 
Now keep pressing the © button until the 
missile reaches its intended position. The 
overseer will thank you and asks you to 
convey the target co-ordinates to the sol- 
diers in the control room, You are now free 
to sabotage the computer terminal directly 
outside the hangar as described above. 
Check your GFs, magic and abilities before 
walking up to the control room. The officer 
here is immediately suspicious of your 
group. You now shed your uniforms and 
engage in battle. Sabotage the launch 
sequence and initialise self-destruction as 
described above. However, you can use the 
green door in this scenario (provided you 
have set a countdown of 10 or 20 minutes) 
as your task in the building is completed. 
The rest of this mission evolves as described 
above. 


DISC 2 


walkthrough 


You are now back with Squall and his team. You are standing near the Front Gate of Balamb Garden. Junction GFS, 
magic and abilities ta all members of your party before entering. The academy seems to be in turmoil. Students are 
Freneenswor 1 running around wildly (Screenshot 1), Garden Faculty are [sereenswor 2 
k é everywhere. A mysterious Master faction has stageda | Vaate 
revolt against headmaster Cid, whose own {action coura- ä 
geously defends the Garden. 
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n), Bio (hidden) 


When given a chance, choose to help the boy. Squall will come to the rescue and the party enters a battle 
(you cannot escape). Talk to the female SeeD afterwards to receive a Remedy. The Parking Lot holds a holo- 
gram of Cid (Screenshot 4). One of the SeeDs here hands you a Tent when addressed. Make sure to visit the 
dormitory, take a nap and save your game. There are no items to be gained in the Cafeteria and the 
Infirmary, but you should still talk to everybody there. Search the Quad, win the fight against a monster and 
head for the stage. Address each of the three SeeDs. The one in the middle will give you an X-Potion. 


SCREENSHOT 5 


Now that all sections are back under the control of Cid's faction you can use the elevator. Ride to 2F and 
run past the classroom. Xu is in this passage (Screenshot 5). She tells you that Cid has been hiding in his 
Headmaster’s Office all this time and takes you up there. Follow Xu into the elevator. On 3F walk straight 
towards the back of the screen to enter Cid's office. Tell Cid about the imminent attack and address him 
repeatedly. 


Utterly despandent, Cid nevertheless makes a helpful suggestion: Apparently, Balamb Garden was constructed as a 
mobile unit. Cid gives you an Flevator Key and asks you to search the basement for the mechanism that will launch 
Balamb Garden. While Xu has gone to organise the evacuation, your party troops into the elevator: 


. PEUNAL FANT 


The cabin stops during the ride down. Standing in the confined space, examine the control panel, You must approach it from below (i.e. facing 
the top of the screen); the correct angle is not easy to find. After you have stated that the elevator is out of order you can examine the trap 
door in the floor of the cabin. It opens and you climb down a seemingly endless ladder. Quickly clamber into the passage before the eleva- 
tor moves past you in the shaft. Approach the bottom of the screen and open the trap door in the floor. You will emerge in a brass-tinted 
tunnel (Screenshot 6). Junction Fire magic to your party and choose Fire for elemental attacks: You will encounter monsters susceptible 
to this element further below. For now, walk to the right and climb down the ladder in the next screen. Make your way to the bottom left 
corner of the following screen and enter the tiny control room. Examine the large wheêl and try to tùrn it by repeatedly and quickly pres- 
sing the EN button as often as possible. Your first attempt will probably fail. With every attempt another party member comes to help until 
vou succeed in turning the wheel (Screenshot 7), opening the floor of the shaft. Exit the room and climb down the ladder that is now 
accessible. Next, follow the stairs all the way down to the cylindrical structure in the middle of the hall. Use the Draw Point close to where 
you emerge: It contains Full-life, a rare magic. Now walk to the left side of the screen, approaching the cylinder.In theclose-up, you will 
see a ladder. Climb up, The ladder will bend and crash through the window of à corltrol-room on the far side. Walk to the right and use the 
terminal (Screenshot 8) to open the floor surrounding the central platform. y cannot leave the room through the door. Instead, stand 
in front of the ladder facing the broken glass pane (near the middle of meand press the © button to climb back. Near the bottom 
left of the screen you will see a green light on the railing of the pla mine it to access a ladder, then climb down. Use the Save 
Point,on your arrival, then walk to the right of the screen and , This opens a large door Fsertensnor 6 
at the top right of the screen. 


You must battle two Oilboyles before you reach the opened niche. Make sure 
your characters have junctioned Fire magic with their Elem-Atk-J ability and summon 
\frit repeatedly during battle. Cure the various status attacks the monsters use by 
drawing and casting their Esuna and use Slow against them (Screenshot 9). 


Fseneenswor 7 


After defeating these two bosses, head for the niche and climb down the ladder. Meanwhile, the 
Galbadian missiles are on their way to Balamb Garden … Uporf arriving downstairs, follow the walk- 
way to the left and approach the computer terminal (Screenshot 10). Make two attempts to use it. 
While your companions reprimand you for your clumsiness, the machinery hums to life. 
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After the end of the battle, NORG 
cocoons himself and becomes 
immobile. Nobody knows what to 
make of this strange Master, so 
you all troop back to the elevator. 
Visit Cid in the Infirmary on IF. He 
is in the treatment room at the top left of the screen. Use all of the conversational options to find out more 
about Edea, SeeD and the future. After leaving, head for the directory. Xu is looking for Cid; a Galbadian ship 
is approaching the Garden. Ride up to 2F and walk to the Deck. You will be hailed by what looks like SeeDs 
in white uniforms. They say that they come in peace and need to talk to Cid. Three of them jump aboard. 
While you draw your Gunblade, Cid arrives and hears that the White SeeDs want to pick up Ellone, who is no 
longer safe in the Garden. Cid orders you to find her (Screenshot 3). Reluctant to give somebody up to a 
perceived enemy, you still march off to find the young woman. Ellone is in the reading room of the Library. 
When you talk to her you find out that she really is Laguna's Ellone (Screenshot 4). Apparently, she has 
been sending you and your companions visions in an attempt to alter the past. She whispers, saying that 
you are her only hope, then leaves with the White SeeDs. 


SCREENSHOT 5 


hacked by doubt, Squall witnesses Elone’s departure aboard the White Seed ship \ 
(Screenshot 5) and lies doven on his dormitory bed. He is taken back to his past, a 
little hoy standing ín the pouring rain, left alone and defying his big sister ta come 
back. This must he the cause of his stubborn insistence never to rely on others for 
fear of their loss. 


You are woken up and have a chance to resume your walk around Balamb Garden. As you enter the 1F Hall you hear an announcement by 

Cid. While the Garden is all but caught” by a bored old fisherman in the town of Fisherman's Horizon in a hilarious cinematic (Screenshot 
[5eneensuor 6 6), Cid stresses that nobody is to leave the Garden until further notice. You are summoned 

to the Bridge and receive orders to apologise to the mayor of the town for the somewhat 

violent landing. Cid wants you to explain that the Garden comes in 

peace and tells you to look around Fisherman's Horizon together 

with Zell and Rinoa. While you are still wondering what Cid You hove ti Ì 

meant by your fate lying in your hands you ride down to Cid's SRK 

former office and meet your companions. As the Front Gateis MUNK ONU 

closed you must leave the Garden by the 2F back door that WGM 

leads to the deck. order 
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Fisherman's Horizon 


SCREENSHOT 2 
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Now climb back up to the walkway on the cylinder. Walk to the right and address 
the man near the elevator platform (which is barely visible) near the right-hand 
side of the screen (Screenshot 3). You will hear that the fabled continent of 
Esthar is only accessible via the Horizon Bridge. Choose to ride down. When you 
need a ride Up later, talk to the man at the bottom of the platform’s rails (Screenshot 4). For now, walk to the right 
and turn to your right, following the railroad tracks. Save your game, move back to the left of the screen and turn 

fo your right. Continue down the walkway leading across the Sun Panel. The Mayor's 


ad Residence is on the huge platform at the end of the walkway. Enter, go upstairs and 
Cis a address Mayor Dobe (Screenshot 5). As the inhabitants are intent on having the SeeDs 
leave the mayor offers that technicians from Fisherman's Horizon help repair Balamb 
T v Garden's controls. His wife Flo chimes in, stressing how violence is not appreciated in 
x ad 4 this town. 
c Poa sereensuor 3 rereenshor 4 


If you walk to 
k the right of the screen upon 
el AE leaving the Mayor’s Residence you 
A, will find Galbadia Garden's former 
headmaster Martine sitting on the edge 
rm (Screenshot 6). Edea has 
ple; from the Garden. Martine, - 
who will remain here, holds some ín- 
terestinghiaher-evel cards. 1 is A ONO 
well worth challenging him RARE CARDS: 
FE repeatedly. MAGAZINES: 
EE SHOPS: 


den), Regen, 
Shelt 


As you walk back up across the Sun Panel you will be warned that Galbadian troops have arrived. At 
the top end of the walkway Flo and Dobe will catch up with you. Flo holds you responsible for the 
Galbadian attack while the mayor walks off to negotiate with the invading forces. Follow Dobe along 
the railroad tracks until you reach the Station Yard. You will now overhear his attempt at negotiating 
with the Galbadians. They are searching for Ellone and have orders to burn down Fisherman's Horizon regardless of whether they find the 
girl or not. When given a choice, decide to help the mayor. It is hardly surprising that battle ensues fs. „„-«suor 6 
after a short exchange of words. 


First, you need to defeat two Elite Soldiers. Then you will meet an old acquain- 
tance. BGH251F2 has come all the way from the Galbadian Missile Base to confront you 
(Screenshot 7). As before, it is weak against Thunder magic and Quetzalcot|'s attacks. 
Your physical attacks should do considerable harm, too. The robot is more or less 
immune to status attacks. If you have the Mug ability steal a piece of Adamantine from 


ls: Sape After being def{eated, the huge robot rolls into the water. A few 
VseneEnsHor 7 8 people struggle out of the wreck - your Missile Trensensmor 8 

; Base team! (Screenshot 8) After a long round 
| of greetings and explanations your party will 
take the others back to the Garden. Rinoa stays 
behind and the two of you talk. She leaves after 
this conversation and you are free to explore the 


town. 
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SCREENSHOT 10 


On your way back to the Garden Irvine meets up with you. He reports that the local tech= 
nicians are repairing the Garden's controls and asks whether they could do something for 
him, too. He is fascinated by the machines at Fisherman's-Horizon. Irvine-also urges you 
to cheer up Selphie, who is rather depressed. Find her ín the Quad and try to encourage 
her (Screenshot 10). After you have failed, you-are Summoned by Cid and Irvine takes 
your place. 


TO BALAMB GARDEN 
[Future Draw Point (hhdden) 


OCCULT FAN III 


li 5 Ed 


[hAsTE Draw Paint 


[FEMALE RANT STe Ul 


is informed of Edea's plan to raze any potential hideûuts line might find Rel it EN joi ü 
(hat the Garden is nearly ready to leave and will for battle with 
Edea. The headmaster also puts Squall in command, Squall ponders all ess EE 
(his in his-room. ed - 


SCREENSHOT 2 


Before 


choosing instru- 

d ments you can also 
move around and 

explore the town 


as Irvine. 


When you address 
Rinoa the others will 
leave. Being your sceptical self, you are not convinced about the concert idea (Screenshot 2), which 
JX she now presents. However, you go along with it. Eventually follow the walkway across the Sun Panel. 
When you talk to Irvine he will point out a special place to the right of the makeshift stage (when facing 
it). He has left an old magazine there to mark the spot. Follow your companions down the walkway. As 

you reach the stage Selphie congratulates you on your promotion (Screenshot 3). 


ro be obtained \suoes: 
ir 


At 

this point, 

u can change the 
angle using 
button. 


Full-life (hidden), Regen, 
Ultima , Haste, Shell 


Move to the right of the screen until you find the magazine (Screenshot 4). During the concert you will have a long, 
animated talk with Rinoa. She encourages you to be more trusting and to share your sorrows with your companions. 
_— If she likes the tune you can listen to the music for as long as you like, then press the 
Iscacensnor 4 A button to return to your dormitory (alone). If Rinoa does not like the tune she will leave 
TTG and the evening ends automatically. Lying on your bed you will see another flashback of 
Squall’s childhood. After this, you wake up and are summoned to the bridge, where the crew 

dk applauds (Screenshot 5). Talk to Quistis and Xu. When you address Nida, he will start the 


le Garden's engines. Then form a party and watch the controls being explained. 


SCREENSHOT 5 


walkthrough 
Centra Ruin 


DISC 2 


ln 


You are no! to move around the 
Garden can-land on any island or co 
beach. Ne cannot cross moun 
some can are too narrow to fly | 


Garden cannot land on cliffs, either. Use this opportunity to explore the world. Here is one suggestion ou of several 


places worth visiting. 


[seneensnor 1 


Use the re- 
maining time of the count- 
down to hit him with your 
GFs and cast Aura to en- 
able your characters’ Limit 


Breaks. Odin remains 
strangely passive through- 
out the battle, He will 
agree to join forces with 
you after the count-down 
has expired. 


Fro he obtained RARE CARDS: 


IMPORTANT ITEMS: | 


As you enter the Ruins, a 20-minute countdown will begin (Screenshot 2). 
This place is monster-ridden, so you might need to escape battles repea- 
tedly in order to remain within the time limit (if you do not have the abili- 
ty "Enc-None”). Climb all the way upstairs and into the building 
(Screenshot 3). Ride further up on the central platform, then climb up 
the left-hand ladder. Continue climbing until you reach the central ledge, 
then run into the hall and press the switch. Exit the hall, climb back down 
and press the switch between the two ladders. A set of stairs will sud- 
denly appear on your right. Now follow the outside stairs to the right. 
Climb up the ladder (which is barely visible) to the left of the locked door 
and remove the red eye from the gargoyle statue. Climb back down this 
ladder and run up the stairs to the right. Approach the dome and climb up the ladder to the left of the scre- 
en (Screenshot 4). Insert the eye in the gargoyle statue, memorise or write down the row of numbers that 
now appears and take both eyes. Rush back to the first gargoyle downstairs and insert both eyes. A column 
of fire will ask you for the code. Press the directional buttons to enter the numbers you were given on the 
roof and confirm the settings with the A button. The door underneath the gargoyle will now open. Inside, 
Odin awaits (Screenshot 5). 


SCREENSHOT 4 


Make sure to save your game (on the world map) before starting the next quest. Return to the ruins after 
healing your characters and GFs. Now fight at least 20 battles against Tonberries without leaving the ruins, 
The little fellows are usually on their own. They look deceptively harmless but can disable a character with 
a single stroke of their knives once they reach him or her. As they shuffle towards you in sets of a few steps 
you have an opportunity to strike out at them. GF Diablos is particularly helpful here. Since Tonberries are 
devoid of particular weaknesses the attacks of your other GFs all cause noticeable but no spectacular 
damage. Stock up on potent healing items in advance of these confrontations. Heal your characters and GFs 
after each battle. Also, make sure that two party members have the Item command and two can use magic. 
Appropriately enough, you can draw Death from Tonberries and their king. 


Immediately after you have defeated the last opponent the Tonberry King will appear, seeking re- 
venge. Win the battle to gain him as GF Tonberry. Diablos will be of no help, whereas the other GFs do noticeable 
damage. Use the Boost ability to enhance their attack power if you can and heal any characters that are KO'ed 
(draw Full-life from your opponent). Cast Haste on your party members. This battle will be rather long as the 
Tonberry King has an enormous amount of HP. 
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On your arrival in Balamb you will see that. 

__Galbadia Garden has landed here (Screenshot 1). 

Before you enter Balamb Town, m L Í 

in your party. You will find the tovon under Galba 


dia 
es 


poccupation. 


Feeneensmor 1 


SCREENSHOT 2 
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» E Talk to every- 
body in the town to get 
a better picture of what is 
NN happening. Only essential « r 
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met f , the following. = à 
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iT 
(Sd [7o be obtained 


Now examine the dog. The soldier will tell you that the dog is supposed to find Ellone. This is confirmed by the soldier who is kneeling 
down. Pay Zell's mother a visit at the Dinchts’ house. You can rest and save your game upstairs in Zell’s room during the occupation. Come 
back downstairs and enter the room to the right (on the screen) of the entrance hall. Mrs. Dincht follows you into the room (Screenshot 
5). When addressed, she will say that she has seen a woman with grey hair and an eye patch. Fujin must be in town! When you talk to the 
neighbour and her son, in Zell's house, the boy will run outside. 
Leave the house and enter the other house on the same side of the road. After talking to the man and the girl, return to the Dinchts’ house. 
Zell's mother will tell you that a man wanted to cook some evil-smelling fish he had caught. Examine the pot in the kitchen, then return to 
the harbour. Find and examine the dog, then follow it across town. The dog will lead you to the Train Station and enter the train to the left 
CREENSHOT 5 of the platform. Seconds later, none other than a flustered Raijin, aka the Captain, emerges. 
Follow him to the hotel. Although you sympathise with Raijin's plight you must battle him and 
two Galbadian Soldiers. 


Defeat one of the soldiers and draw Cure from the other to heal your 
characters. Try to cast Blind or Sleep on Raijin. He is weak against Poison and 
also against GF Diablos' attacks. Thunder heals him, so avoid using this magic 
or GF Quezacot!! 

After this fight Zell storms into the hotel. You will then face both Fujin and 
Raijin in battle. 


}4 
a 


Draw Raijin's Protect and cast it on your characters. Also, try to blind him in order to divert 
his damaging physical attacks. Remember to draw GF Pandemona from Fujin (Screenshot 6). Also draw magic, es- 
pecially Life, from her during the encounter, Do not use Aero on her, as she absorbs Wind magic. Again, avoid using 
Thunder or GF Quezacotl against Raijin. Summon GFs Ifrit or Diablos instead. 


SCREENSHOT 6 


After the battle you discover that Fujin and Raijin only 
follow Seifer, not the sorceress. In turn, the Galbadians 
only obey Seifer for fear of Edea. Fujin and Raijin are 
Seifer's closest companions. They no longer feel loyal to 
Balamb Garden and will follow Seifer wherever he goes 
(Screenshot 7). Much to Rinoa's dismay, you let the two 

mans: former students leave. The scene switches back to the 
bridge, where you should talk to Quistis. Selphie now appears and says that she would very 
much like to visit her home school, Trabia Garden. 


2 
walkthrough” * «= ms 
Seeing how aagressively the Galbadian forces fot 


5 loweEdea’s commands, Selphie is worried about 

rn (1 l (1 1/| e n reren Trabia Garden. Fly nor her 
reguestand find the Garden nest ü 

protective chain of snowy mountains (Screenshot 1). Take Selphie and another character out onto the world map 


and enter Trabia Garden. 


SCREENSHOT 1 


Fro ne winnie [RARE CARDS: 


MAGAZINES: 
nd Thundaga, Zombie (hidden), 
Aura (hidden) 


When you enter the former basketball court to the left of the wrecked stage 
(when facing it) (Screenshot 4) everybody convenes and you decide that 
you must stop the Galbadians. During the conversation it becomes ters’ and. GFS’ levels or: visit 
obvious that nearly all of you share certain childhood memories. Except particular places in prepara: 
for Rinoa, everybody united here (and Seifer, too) was once at an orp- WNA confrontation with 
hanage run by a woman they all remember as Matron! In reminiscing, Wi INN 
you visit the orphanage as a ghost (Screenshot 5) … Everybody decides before you visit the for- 
to visit the Orphanage for real. It is situated near the lighthouse on the tip mer Orphanage. 

of Centra's Cape of Good Hope. The easiest way to get there from Trabia 
Garden is to fly in a north-westerly direction. 


If you would 
like to raise your charac 
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Battle of the Gardens 


Fly to the old Orphanage. Unfortunately, you cannot enter the building. Return to Balamb Garden ond mars the 
forest immediately to the north-east of the Cape of G As you approach you will see Galb: rden hover- 
ing above the trees (Screenshot 1). Battle is obvious, le. You must now give orders on the bridge. If you choo- 
Frenceuswor 1 se 100 few or too mantf gourscrew will reprimand you, Tseneenswor 2 


Give orders to prepare for the attack, to defend Balamb 
Garden as well as to protect the Junior Classmen. There 
will be robots and Galbadian forces in the Garden during 


the battle (Screenshots 2+3). 


PETA PANTS Te MI 


Meanwhile, in the Quad, Zell orders his companions to run to the left (of the screen). Make sure to junc- 
tion GFs, magic and abilities before you start moving. You now control Zell. Zell gives Squall's ring to 
Rinoa. Everyone runs to the left of the screen. Then you feel a tremor and a part of the Garden's edge 
falls off, taking Rinoa with it. She manages to hold on for dear life but desperately needs help. Rush to 
the Hall and follow Squall and his party to the Front Gate. After hearing that the classrooms are under 
attack Squall forms three groups. His own party of three rides up to 2F, while Zell is to help Rinoa and 
the others are to support Xu. You now control Squall. It is advisable to have your strongest characters 
accompany you. Have two party members junction the Item ability. If you can, junction Death to your 
Status Attack. 


As you enter the 2F classroom, Galbadian Paratroopers burst through the windows and attack 
(Screenshot 4). You will face four enemies capable of inflicting status abnormalities. Draw their Esuna 
to cure your characters while you can; when you are silenced use your items to remove status abnor- 
malities. If possible, use the Mug ability to steal Phoenix Downs and Remedies. After battle you will see 
children cowering near a female SeeD. Talk to her, ask her to take the children somewhere safe, then 
leave the classroom. Dr. Kadowaki now wishes to see you, Ride up to Cid's former office and report to 
the doctor. Everybody agrees on attacking Galbadia Garden. After Squall has made a formal announce- 
ment the first troops jump across to Galbadia Garden (Screenshot 5). 


Ride down to 2F. You will be intercepted by a female SeeD who reports a boy miss-ing. 
Head for the Deck. The little boy is cowering in the passage leading there. Talk to 
him and send him off to the SeeD. At this point a Galbadian paratrooper li- 
terally flies in from the Deck (on a mobile unit) and knocks you over. A slightly depleted health bar appears at 
the bottom left of the screen. When given a choice, decide to look for other options, then open the Emergency 
Exit. Both you and the Galbadian will now tumble out into the open. Hanging precariously from the mecha- 
nised unit, you will need to fend off the Paratrooper’s attacks by blocking while trying to reduce his health 
bar by punching (A button) and kicking him (@ button). Your punches are powerful but slow to deliver. Use 
them when the enemy is still reeling from a previous attack. Kicks are fast, but not nearly as damaging. 


If you successfully 
block several of the 
Paratrooper's attacks you 
will get a fourth option: the 
Deathblow. It is so powerful 
that you can defeat your 
opponent with no more 
Ihan two hits. 


Should you be defeated you can give up and resume the game from your last saved position. 
Alternatively, you can try again under the same conditions as before or choose to try again with 200 


extra HP. TE 
SCREENSHOT 6 
\fter this encounter you will automatically clamber up the mechanised unit and let 


a rope down for Rinoa to grip (Screenshot 6). You descend towards the general 
melee and land just outside the back entrance of Galbadia Garden. Rinoa wants to 
give hack the ring you lent to Zell. You can rename Squalls ring, which is called 
Griever. Find the hidden Aura Draw Point near the tree to the right of the screen, 
(hen enter the Garden and save your game. 
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hand eh 
the Save Point. and save your progress. 


Leave the hallway with the Save 
id € Point via the right of the screen. 
en ed Ee Move up the following screen and 
\ d A exit to the right. Now climb the 
stairs. Climb up the stairs until you 
have reached 3F. Unlock the door with Key Card 2 to emerge on the B 
Stand of the Garden's Stadium. Descend the stairs until your party be obtained IMPORTANT ITEMS: 
automatically leaps to the Athletic Track below. Walk towards the left 
of the screen, draw Shell and continue to the left. Inside the building, sove Points GND 
walk to the bottom of the screen. You will enter a hallway you might 
remember from your first visit to Galbadia Garden. Walk to the bot- Aura (hidden), Haste, Protec 


tom of the screen, down the steps and into the IF Hall. Cross the Hall Life, Shell, Double (hidden) 
and use the Save Point near the bottom right of the screen. 


SCREENSHOT 5 


| Û 


Cerberus is in the middle of the vast Hall, waiting for a challenge. The triple- 
headed beast is impervious to Wind and status attacks and absorbs Thunder, so remove 
any Thunder junction with your characters’ elemental attacks before you approach Now 
accost Cerberus and battle him to gain him as a GF. Dispel his Double and Triple and use 
Haste if you can. It will make battle much easier. This fight is one of the few occasions you 
can draw Triple, so make use of it. Also, attempt to steal a Spd-J Scroll from Cerberus. Save 
your game after the battle and leave the Hall through the opening in the bottom left of the 
screen, Walk down the hallway and enter the classroom on the left side of the screen. The 
student hiding here will entrust Key Card 3 to you. 

Return to the Hall and head for the exit at the top of the screen. Walk up the stairs you see in the hallway 
and head for the left side of the screen. With your new Key Card, the elevator to the 3F Master Room is 
accessible (Screenshot 5). Ride up and use the Save Point on the right- 

hand side of the screen. Then approach Seifer (Screenshot 6). A short REENSHOIST: 
exchange of words ensues. Seifer regards the SeeDs as true monsters ee 
and something to be battled. Consequently, you need to stand up against 
him again. 


Draw his Haste and use it on all party members. Try to steal a Mega Phoenix 
and remember to heal your characters: Seifer's physical attacks have become far more 
damaging. As Seifer's healing items will not help him to recover enough HP on time 
you should not have any problem defeating him, particularly if you summon your GFS. 
Edea (Screenshot 7) retreats after Seifer is defeated. Save your progress and take the 
elevator down to 2F. Walk down the length of the hallway until you emerge on the gallery leading around the Hall. 
You can take either direction to the bottom right of the screen. If you have junctioned GF Siren's Move-Find ability 
you can use the hidden Save Point near the bottom of the screen. Depending on which way you chose, walk down 
and/or up a few steps and leave the screen to the right . 
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If you can, junction Death to your characters’ status defense at this,point. It will 


help defend against Edea's Death attacks. Walk to the middieof the Auditorium. There is a hidden 
Double here. After Rinoa arrives, Edea descends to the Speaker’s podium. Seifer follows and is tauntes 
his weakness (Screenshot 8). Nevertheless, you willefind out that Seifer's FZ & 
attacks have become stronger in the battle that enstessAgain, draw and use | S2EEES40T ee 


oint with 
Edea for 


Selfer's Haste and try to steal a Hero or Holy War from himaYour GFS will be of 
help during this battle. After Seifer has succumbed Edeä will confront you. Make 
sure to draw GF Alexander and steal a Royal Crown if you can (Screenshot 9). 
- GF Diablos will do great damage to the sorceress. 
IscreEnsgor 9 Summon your other GFs, as well, and attack Edea 
physically. Watch your characters’ HP. 
After this battle, events take a surprising turn. 
Rinoa, who seems in a trance, sways towards d 
Seifer and does something to revive him ; 


(Screenshot 10). He gets up and escapes, while pa 
Rinoa drops to the ground, unconscious. Edea is 
| 4 surrounded by explosive effects and suddenly PEETERS, A 
addresses the party as she would her long-lost W 
children! While everybody is still befuddled at this strange development, Disc 2 
ends. Save your progress and insert Disc 3. 
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Laguna - fourth dream 


Laguna, Kiros and Ward are at a a loss regarding their future. No longer soldiers, they are currently acting in a film. 
The three of them are to fend off a prop dragon - a scene that is to be shot in Trabia Canyon (Screenshot 1). However, 
the fake opponent turns out to be a real Ruby Dragon and you, as Laguna, are 
suddenly on your own. You must deplete its health bar before it does the same 
to you. Attack with the A button and defend yourself with the EB button. Watch 
out for the attack patterns of the dragon: Defend yourself when the dragon 
launches its fast attack, then attack repeatedly while the beast prepares ano- 
ther, noticeably slower attack. If you repeat this pattern you should not have 
any problems winning the battle. Afterwards you must retreat down the hairpin 
bends of the path. Here, Kiros and Ward join you. A Ruby Dragon awaits you to 
the right. When given a choice, do not begin battle yet. Instead, leave the scre- 
en by walking to the left of the screen, check your GFs, magic and abilities and 
save your game, 


p= 
Fscreemsuor 1 


_ it 
DUS Since Ruby Dragons are fire creatures and susceptible to Ice REENSHor 2 
attacks you should junction Fire magic to your elemental defense 
ice magic to your elemental attack. Now walk to the right and confront 
the dragon. (Screenshot 2) Summon GF Shiva repeatedly to do away 
with the monster. __ n 3 


er 


White See) Ship 


\fter Laguna has won his battle, the scene fades and Squall enters into mind-contact-with Ellone. tm flashback, 


u see Laguna and Edea standing ín the raingtälingabout Ellone (Screenshot 1). After waking up, Squall, whom 
u control again, wants Ellone tasuselieisnamers to rescue Rinoa from her coma, Surely, Edea shouldknow the 
hereabouts of the White Seel) ship? 


Head for the bridge, talk to Nida and form a party. Leave the Garden and visit Edea at her house. She presumes that 
the ship will be in a bay in Centra and gives you a letter of introduction. As the White SeeDs are constantly moving 
freneen dk around, to hide from Galbadia's forces, they are naturally wary of outsiders. 
Return to the Garden, take off and head north, As Balamb Garden only reaches 
low altitudes and the coves in western Centra make for a confusing view, you 
should consult the map when you feel you are getting lost (press the SELECT 
button until you get a map of the size desired). The low brown vessel with its 
silver sails is hidden in a cove to the east of the hand-shaped island formati- 
\ | on. (Screenshot 2) Steer Balamb Garden 
oJ towards the White SeeD ship when you Tse REENSHOT 2 
N have found it. Upon touching it you will 
… automatically be transported to the ship. 


4 PE [7o be obtained 


$ en RARE CARDS: 
% 5 MAGAZINES: 


DISC 3 


walkthrough 


Talk to the White SeeD leader on deck, then walk to the top right-hand side of the screen. The Forest Owls Zone and Watts are aboard the 
vessel. They are extremely worried for Rinoa's safety. Junction the "Move-Find”' ability and use the hidden Save Point (Screenshot 3). 
Walk up the stairs to the left of the hidden Save Point (on the left side of the screen). Address the White SeeD on the bridge. He tells you 
to see the leader again. Take a good look around, address Zone repeatedly, then make a generous offer when given the choice. Leave the 
bridge and enter the cabin (on the right-hand side of the screen with the hidden Save Point). Approach the White SeeD leader and give 
SCREENSHoOrT 3 him Edea's letter by pressing the @ button (Screenshot 4). He | scneensnor 4 
now explains that Edea is considered the mother of the orphans ven 
and the White SeeDs. In a flashback, you hear that after nearly 
being seized by the Galbadians, Ellone later left the White SeeD 
ship with a delegation from Esthar, where she would be safe. After 
this narration you will find yourself back on the bridge of Balamb 
Garden. If you would like to return to the White SeeD ship, steer the 
Garden towards it as before. 


Esthar is only accessible on foot. You need to walk _ Eventually, you arrive at the deserted Esthar Station. Quistis, Zell and 
there from Fisherman's Horizon. If yau do not ember MOEN Som AND 
want to steer Balamb Garden there manually, pr. odine in Esthar City, Ask‘ pm 


enter the Infirmary. Here, Squall willautomatical: — Zell to telt you more about 
ly lift Rinoa up. Carry her to the observation deck rn se 
on ef; you will already be in Fisherman's HoriZ0n._evine have vaoked for an ent: 
As you walk up the steps, the scene will switch — rance to-the city, but to no 
and you will see Squall carrying Rinoa aerass (he _ ava. Forma party and follow 
endless bridge. After a short pause you then con- _ the railroad tracks. 

trol Squall again. 


WHITE SEED SHIP 
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The railroad tracks lead east and apparently to a dead end. Walk towards the Great 


Salt Lake to automatically find a valley leading into a snow-covered mountain 
range. Walk towards the back of the screen to reach a giant skeleton. You can now 
remain on the path, following it through the next two screens. You can also climb 


up the skeleton’s skull (Screenshot 1) and walk down the spine to reach the back of 
the screen. In the next screen, cross the path using the fossilised tail. This allows you to access a Draw Point on a 
ledge in the next screen. Next, walk to the edge above the path and jump down. You are now back on the main path. 


EE Walk towards the back of the screen and faeneen ad 


into the next screen. From here, go right 
and save your game (Screenshot 2). 
Junction Fire to one of the characters’ 
elemental attack and Holy to another cha- 
racter, if possible. Junction the Item com- 
mand to at least one of your party mem- 
bers. Walk to the left again, cross the 
screen and enter the next scene. You will 
be confronted by Abadon here. 
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586 As an undead monster, Abadon is particularly susceptible to Holy attacks (Screenshot 3). Use healing items 
against it. Abadon is also weak against fire, so summon GF Ifrit repeatedly. Try to steal its Power Wrist and draw 
its magic, especially Esuna and Flare. Cast Esuna immediately if Abadon inflic- 
ts one of several possible status abnormalities on your characters. If you can, Taene ENEKot 3 
use the Recover ability to severely hurt Abadon. Alexander's "Revive" ability 
works like a Phoenix Down and defeats the monster immediately. 


After this battle walk to the back of the screen. Walk left from the following screen and step 
close to edge. Examine your surroundings (by pressing the © button) to find the carefully con- 
cealed entrance to Esthar. Climb up the rungs and into the passage that opens above them. 
Follow the walkway until you reach a small computer terminal on your left. Use it to find out 
Frereensnor 4 about the camouflage system keeping unwelcome 
TÀ attention diverted from Esthar. Continue until you 
reach a door. Approach it, step through and onto the hexagonal elevator platform. The platform 
begins to move. After having lain Rinoa down, walk to the right. A passage in the back will open, 
giving access to an outdoor platform. You will see the vast expanse of Esthar City - an impres- 
sive sight. This platform will take you to a landing bay, where Squall falls asleep and once again 
enters Laguna's adventures (Screenshot 4). en 


Laguna - fifth dream 
Lunatic-Pandora Laboratory 


ee BeEmshor | Kiros and Ward are working at the Lunatic Tse REENSHOT 2 
Pandora Laboratory to the north-east of Esthar 
City. It seems they have become more or less 
enslaved. After Ward and Kiros are led away by 
guards you complain that you are hungry. After 
the last remaining prisoner is led away you must 
continue working. Walk around and talk to the 
Moomba. When your fellow prisoner returns you 
feel the building shake. Address the prisoner to 
hear about Dr. Odine's experiments (Screenshot 1). Now talk to the Moomba 
again. The remaining guard orders you toreport an emergency. White wafking 
to the elevator on the right side of the screen you will find the tool needed by the 
Moomba. You automatically throw it towards the little fellow, who falls off the rail. 
After saving him you are approached by your fellow prisoner. He is part of the resi- 
stance against Sorceress Adel and asks you to become their leader. You must now 
battle a guard. Another guard appears. While you pin him down, your fellow prisoner 
and the Moomba escape using the elevator (Screenshot 2). 
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At this point, Kiros and Ward enter, pursued by a guard. Make sure that all three of you have GFs, 
magic and abilities junctioned before confirming that you are ready. Now battle two guards and take 
the elevator to access Dr. Odine's control room. The scientist is so busy talking to his assistant that 
you can sneak out (towards the bottom of the screen) without being noticed. Talk to the Moomba and 
to the former prisoner outside the building. He again tries to convince you to become the leader of 
the resistance against Adel. You are joined by Dr. Odine's assistant. He, too, is a member of the resi- 
stance and confirms that the scientist holds Ellone. Use the Draw Point, save your game and enter 
the Laboratory again (Screenshot 3). 


Take the elevator back to where you started. Dr. Odine is busy at a computer terminal. to the left. When Fe 
you address him he will eventually admit that he has Ellone. You are now confronted by Esthar Soldiers 
(Screenshot 4) and most likely à GIM52A or an Elastoid. Summon GF Quezacot! and use Thunder against 

vour opponents. Follow Dr. Odine to the elevator when he tries to escape after the battle. You will both 
automatically arrive in his control room. Follow the scientist outside; you will be able to catch him just 
before he reaches the car that now arrives. You find out that Ellane in Dr: Odine's- Laboratory in Esthar 

City. His assistant will-tell you how to get there. Your party and new ponsagle get into the car and auto ee 
matically arg the entrance hall of the city laboratory. 
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Laguna — fifth dream 
Esthar City - Dr. Odine’s Laboratory 


Draw Double, use the hidden Save Point, then examine the round seat elevator. After battling Esthar Soldiers 
approach the elevator again and choose "Yes" to ride upstairs. Find the hidden Draw Point with Flare and walk 
through the door at the top of the screen (Screen- 

(aeneemswor 1 shot 1). You will be seen and fought by a soldier. faepeensuor 2 
Walk to the back of the screen and look through the 
blue window pane. You can see Ellone in her cell, cry- 
ing. Now approach the middle of the computer ter- 
minal and press the @ button. You have unlocked a 
door downstairs. Leave this room and ride down- 
stairs on the seat elevator. Walk through the door at 
the back of the screen to be reunited with Ellone. 
(Screenshot 2) The scene fades and you wake up as 
Squall. 
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DR. ODYNE'S LABORATORY 


4 
A laboratory assistant arrives in a car (Screenshot 1). He 
addresses Edea and takes all of you to the Presidential Palace. 
Edea explains-to Dr. Odine’s-assistant that she wishes to be exor- 
cised. The famous scientist himself now enters-and promises that you can see Hlone if you leave Rínoa with him for 
observation. Consent and address the assistant. He willtell yau that you are free to explore the city and come to Lunar 
Gate (on the-easteen part of the continent) [sereensuor 2 


A when you arereudy. Talk to Dr. Odine again, 
then leave (Screenshot 2) 
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MAGAZINES: Combat King OO4, Pet Pals Vol. 5 + 6, Occult Fan IV 


SHOPS: 2 Item Shops, Junk Shop, Pet Shop, Book Store, Closed Store, Car 
Rental 


Blizzard, Tornado (hidden), Curaga, Quake 
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Excursion: Tears’ Poini 


Before heading for Lunar Gate you might want to drive to the south-east of the continent. Get out of your car and 
enter Tears' Point (Screenshot 1). Follow the path into the centre of the structure through three screens. Typically, 
there will be Iron Giants, Toramas and Turtapods here. Beware of the Toramas’' Death attacks and steal Regen Rings 
from them. If you encounter Imps, use the Pae enaSe 
Command Ability “Lv Down” and attack en 
with the element Holy. When you have pen 
reached the statue directly in front of you 5 
in the centre of Tears’ Point, examine the 
ground below its crossed feet to find the 
Solomon Ring (Screenshot 2). 


ri 


This ring summons GF Doomtrain provi- 
ded you have the following items: 6 Steel 
Pipes (to be obtained from Wendigos or 
refined from 6 Elastoid cards using the 
Menu Ability "Card Mod"), 6 Remedy+ (obtaïned by refining 60 Remedies using the Menu Ability "Med Lv Up") and 
6 Malboro Tentacles (gained from Malboros or by refining 24 Malboro cards with the Menu Ability "Card Mod”). You 
can summon GF Doomtrain on this occasion using the Solomon Ring. From this point on, you can junction him and 
use him like a normal GF. 
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Lunatic Pandora incident 


Now head for Lunar Gate to the north of Tears' Point. Save your game before 
entering the location (Screenshot 1), then walk down the stairs and enter the 
building through the door in the middle of the screen. In the Concourse, you will 
be greeted by a female Gate staff member. FE 
Follow her. When Angelo comes running ! Tm ve LRE 
towards you, stroke her and address the 
woman to make her show the way. You will 
automatically enter the Deep Freeze Room 
(Screenshot 2). When everybody has assem- 
bled here, an assistant asks who is to come 
along with you to Lunar Base, Since Zell 
wants to remain behind as Edea's escort, you 
should let him. If you do not, your compa- 
nions convince you of doing so. Rinoa, uncon- 
scious, needs to be brought to Lunar Base for 
closer examination, so you can only choose Seiphie, Irvine or Quistis to accompany 
you. Check your party's GFs, magic and abilities. Walk to the transport 
tube(Screenshot 3). Your party will now auto- 
matically be launched towards Lunar Base 
(Screenshot 4). 
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your companions are astonished to see 

Angelo bark wildiy at something outsi- 
de the building. You now control Zell. Run outside, watch the first appearance 
of the Lunatic Pandora and choose a third character to accompany you and 
Edea. Leave Lunar Gate, board your rental car and drive back to Esthar City. 
Follow the road that ends directly at a skyscraper and head towards the buil- 
ding. You will disembark automatically. Make your way to Dr. Odine's 
Laboratory. (Screenshot 1) 


en N L 
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After you leave SHOPS: 2 Item Shops, Junk Shop, Pet Shop, Book Store, 

Dr. Odine’s Laboratory a Closed Store, Car Rental 
countdown will begin. If you 
wish to buy plhing or do 


Blizzard, Tornado (hidden), Curaga, Quake (City) 
Meteor, Curaga, Confuse, Ultima, 
Silence (Lunatic Pandora) 


some more exploring you 
should do so before entering 
Dr. Odine’s Laboratory. 


SCREENSHoOT 2 


Dr. Odine’s assistant will meet yaw autside the-tabordtony. Tell him you would 
like to see the sttentist and follow the assistantRide upstairs using the seat 
elevator and enter the room at the-back.ofthe screen. Dr, Odine ishusy wat 
ching the tunatie Pandora, which will fly-over-Esthar City on its way to Tears 
Paint: Mheeityis novendangered by this huge object. Address. Dr Odine and 
folloehis instructions closely, He will shaw:yau a City Map-and indicate the. 
three-time windows you can use tohoard the tunatie Pandora (Screenshot?) 


The strange flying object will take 20 minutes to cross above Esthar City. You must make your 
way to one of the three contact points indicated and enter Lunatic Pandora by the single hatch 
facing you. On your way, you will be held up by battles, since Galbadian troops have entered 
the city. Galbadian troops will also leave Lunatic Pandora as you prepare to board it. If you miss 
the huge object at one contact point you must run to another. As the lifters are out of order, 


you need to go there on foot (Screenshot 3). 


The countdown begins as you leave Dr. Odine’s Laboratory. From now 
on, press the M button to check the contact points. The Lunatic 
Pandora will rendezvous with the City Centre between 15 and 12 
minutes. (Screenhot 4) It will then move towards the Skyway 
Crossing and be accessible from the lower (!) road between 10 and 5 
minutes. The last contact point is north of the Shopping Mall. Lunatic 
Pandora will be accessible here between 3 and O minutes. 
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Each access point to the Lunatic 
Pandora leads you to a different 
area in this mysterious flying 
object. Explore the halls Get your bearings 
and walkways using the before leaving Dr. Odine's 
map below. No matter Laboratory. As the sighting of 
hi if ziah this huge object is a spectacular 
VERAN event vou mioht find something 
NER interesting if vou explore the city 
OER KEA before heading for the second 
ter a Mobile Type 8. It or third rendezvous paints. 
expels you from the Lunatic 
Pandora without a battle and 
drops you on a roof in the city 
(Screenshot 5). While you are still wonde- 
ring what this was all about Edea muses that this might be the 
prelude to the legendary Lunar Cry. 
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Space Incident (7777 775e 


The scene switches to outer space. Squall, whom you control again, and his companions are taken aboard Lunar Base. 
(Screenshot 1) Talk to Piet, the white-clad leader of Lunar Base, and move towards Rinoa. Pick her up and follow the 
others out of the Loading Dock. In the next screen, enter the door to your left and save your game. Then walk through 
the door at the top of the screen. Walk back towards the bottom of the screen 
Tse REENSHOT 1 after you have seen Rinoa in her isolation chamber. Tse REENSHOT 2 
Leave the Medical Lab (with the Save Point) to the 
right. Walk to the right of the hallway screen and into 
the next screen. Pass the staircase, walk to the top 
left corner of the screen and turn right to enter the 
Control Room. Approach the third member of your 
party, who is already here, and take a look at the 
magnified surface of the moon (Screenshot 2). The 
telescope shows an unusual mass of monsters there. 


[7 ne obtomed | RARE CARDS: 


Meltdown, Meteor save Points | 2 


Adress Piet, who asks whether you have seen Ellone yet. If you answer with "No” he will suggest 
that you pay her a visit. Leave the Control Room, walk up the stairs and follow the upside-down pas- 
sage to the bottom of the screen. Talk to everybody here before you enter Ellone’s room. The scien- 
tists will show you a breathtaking view of Adel's prison in space, sealed for all eternity … or so you 
think. (Screenshot 3) 
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Now visit Ellone (Screenshot 4). After you have talked to her she 
will follow you to Rinoa's Isolation Chamber. All of a sudden Rinoa's 
life support systems are disconnected and an alarm sounds. You 
send Ellone to the Control Room and tell your third party member fscseenswor 5 
to look after her. As you approach Rinoa in the Isolation Chamber je 

she sways Ei youasifina met If you come too close to her she will repel you, sending you spra- 
wling across the room. Follow Rinoa into the Control Room. The Lunar Base staff is knocked out and 
Rinoa is breaks the seals to Adel's prison. You now see a cinematic: The Lunar Cry has begun 
(Screenshot 5). 


MP 


Leave the Control Room, run upstairs and along the upside-down passage. Meanwhile, mon- 
sters from the moon are forming a huge bubble in space that will burst at any moment. Ask the 
people here whether they have seen a girl, then leave this screen through the door at the top 
right-hand side. Rinoa has passed the Locker Room and is heading for the airlock. Open the 
second compartment from the right (at the top of the screen) and enter. Press the @ button to 
emerge. You are now wearing a spacesuit. Walk past the window to the door, which is barely visi- 
ble, on the left of the screen and enter the airlock. Here, gravity has been disabled. Press the 
directional button or the left stick to the top right to float towards the far end (Screenshot 6). There is nothing you can do to reach the 
door before it cycles shut. Make your way back up to the bottom right of the screen by pressing the directional button or the left stick to 
the bottom left. Leaving this screen can take a while. 


SCREENSHoOT 7 


Upon exiting the Locker Room you will see Esthar's President evacuate the 
Lunar Base. Everybody is in spacesuits. Before reaching Ellone the 
President is pulled to safety by his aides. He orders you to take care of 
Ellone. Walk back to the Control Room. Rinoa is breaking the last seal hol- 
ding Adel in prison. Talk to Ellone before heading for the top right-hand side 
of the screen to enter the room leading to the escape pods. You will then 
witness a stunning cinematic of the monster wave bearing down on the 
world and of the Lunatic Pandora's arrival at Tears’ Point. Address Piet, 
then Ellone. Ask her to take you to the past, then step into your life-support 
capsule (Screenshot 7). 


re) e 


Following evacuation Lunar Base is destroyed buy the hordes of earthbound mon- 
sters streaming past. Yau-will now experience several flashbacks but they are 
too {ar in the past for you to alter anything (Screenshot 8). Ellone then sends 
NN 1/01 back in lime to witness the events after you defeated Seifer and Edea at 

= Galbadia Garden. You hear Rinoa conmanding Seifer to recover the Lunatic 
Pandora from the depths of the ocean. Rinoa, who is obviously possessed, threatens Seifer that she will only send 
him further dreams if he obeys. Ultimecia is a shadow behind Rinaa and Seifer. She senses your presence and tells 
you to leave. 


Your capsule opens and you beseech Ellone to help you. However, her powers fail here. She tells you to call for Rinoa in your thoughts. 
After pressing the buttons in the escape Pod you are automatically transported into outer space. 
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At this moment, a fiery red spacéshipcoasts into view: 


The Ragnarok opzoe 2). 
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You will automatically land on Ragnarok’s hull. Climb to the top left 
of the hull in order to reach the outer hatch. Open it by pressing the 
@ button. Now float to the ground and save your progress. Move to 
the left of the screen and press the @ button to close the outer 
hatch of the Air Room (Screenshot 1). Now move to the door at the back of the screen and enter the Aisle. You will 
discard your spacesuits automatically as gravity is restored here. A long, romantic "debriefing” follows (Screenshot 
Ft 2). Upon entering the next Aisle you will see a monster patrolling the area 
mn Tm below. These Propagators have infested the Ragnarok. There are eight of them 
S aboard the spaceship, divided into four pairs of different colours: yellow, red, 

| 5 m5 purple and green. You must defeat each 
matched pair before battling a Propagator [se REENSHOT 2 

‘ of a different colour; otherwise, the beasts Ze 

p je, Le will regenerate. You cannot gain control of vnd e 
hi. 2 Ragnarok before you have exterminated 
/ the Propagators. Make sure to junction 
fe GFs, magic and abilities before proceeding b, 
further. 1 
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- i1/P* propadators are very strong kp 
à Pänd use status as well as physical 
attacks. Cast Silence and Blind on 
y them to cripple their attacks. ik did 
Junctioning Sleep to a character's 5 
Bd ve MT Status Attack is helpful, too. Use these battles to draw Life and Esuna and 
MBummon your GFs f elp. Propagators drop every kind of stone, Defeat the monsters in the following order: 
In the tied sereen, walk to the door, turn right and go down the stairs, Defeat the purple Propagator in the Hangar 
Screenshot 3), Next, walk through the large (left) door at the back of this screen. You want to avoid the red 
ropagator in the next room, so dive for the left side and immediately head for the exit on the left upon entering 
this-room. Here you can defeat the other purple Propagator. Heal yourself and Rinoa and walk back into the previous 
foom. Battle the red Propagator. Then enterthe Hangar again, walk up the stairs and battle the red Propagator on 
the walkway. Now enter the Han: iN and exit through the small (right-hand) door at the top of the screen. 
Defeat the green Propagal le Your game. Return to the room in which you defeated the second purple 
Propagator and leave this 
room to the left. A green 
R A G N A RO K PROPAGATOR (purple Propagator is blocking the 
elevator to the Bridge, You 
might want to go back and 
save your game after defea- 
eting this monster since the 
“last pair, the yellow 
Propagators, are the most 
vicious of their breed, One of 
them is in the Air Room, 
where you first boarded 
Ragnarok. The other yellow 
Propagator is in the room 
with the passenger seats. 
Draw (hidden) Make your way back to 
where you defeated the 
second green Propagator 
and leave it through the door 
on the top left of the screen. 
After exterminating all of 
* the Propagators you can 
FROPAGATOR (fed) BA ve access a computer terminal 
Only appears affer Sade SDi appear ER explaining the procedure, 
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yours to control 

Sorceress Memorial 

vatar ant press 

he @ hutton to ridevup to the Bridge, You wilk automatically recetvea transmission from Esthar Airstation 

round c@ntrobwiltensure that you-return to turtlrsafelj. After switching off the-spaceshin’s artificial gravity 

Frereensmor vou will witness another vergromantic scene (Screenshot 1). Ragnarok 

4 lands-automatieallg and. you (Bûveethe spaceshin. A-delegaton fram Esthar 

dwaits, wishing to lead Bínoa offdsafety (Screenshot 2). After she has 

leftofherawn actondsreturn tothie Passenger Room „ Thevestof (he group 

€ Ed arrive ones hi ms Vu all hâve a conversation. Then forma new party 
p } (Screenshot 3) 


jn «| You now find out that Ellone has been captured by Galbadians and brought to 

= vr. the Lunatic Pandora. Your companions reproach you for letting Rinoa go with- 

out resisting the Esthar forces. Meanwhile, Selphie and Irvine leave the room. 

When you feel the ship rumble make your way to the elevator and ride up to the Bridge. Selphie can fly the spa- 

ceship and explains the controls. Fly to the Sorceress Memorial on the Great Plains of Esthar, to the north of Tears’ 
Point. Land by pressing the © button and enter the location. 
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Walk up the steps and convince the guards that they should let you enter. Inside, you can see scientists 
busy with various machines. Rinoa is held in a sphere of glass. Address one of the researchers, then walk 
to the left of the screen. Run down the hallway in the next screen. You will automatically draw 
your Gunblade, free Rinoa and you will finally be reunited with her (Screenshot 4). Exit the 
hallway by walking towards the bottom of the screen. 

Near the exit your are menaced by soldiers. Somebody who looks suspiciously like Laguna's 
old friend Ward enters and calms the soldiers down. Leave the Sorceress Memorial and return 
Ee | to the Bridge of the Ragnarok. 
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Excursion: Cactuar Island 


Use this opportunity to visit places that were previously inaccessible. Cactuar Island, off the east coast of 
Kashkabald Desert, should be one of your stops (Screenshot 1). The island is exclusively inhabited by Cactuars, 
prickly little cactus men who tend to escape from battle and yield valuable Haste spells. Other than their "1,000 
Needles” attack, which does as much damage to a character as its name sug- 
gests, they do not use strong attacks and are easily defeated (provided they do 
not escape). You do not need your GFs here. Roam the island and collect AP to 
make your GFs learn new abilities faster: Each Cactuar you have managed to 


hit will gain your GFs 20 AP! > 
Fo ne obtained |er CATUAR 


BOE «__ Jumbo Cactuar is a dif- 


ferent matter altogether. When you see it [screensnor 2 
flitting across the island, follow Jumbo 8 
Cactuar to do battle, As a desert dweller, 
your opponent is particularly weak 
against Water. Summon GF Leviathan repeatedly to do maximum damage. 
Jumbo Cactuar's "10.000 Needles" attack (Screenshot 2) disables a charac- 
ter immediately, so make sure at least one party 
member can use Life and another has the Item 
command junctioned. Junction Revive if this abili- 
ty is available. If you have enough Water magic, 
Use junction it to at least one chafacter’s Elemental 
Attack. This should enhance his or her physical 
attacks considerably. Jumbo Cactuar's other Tse det 


attack - it falls over, causing some damage to the 
entire party - should be watched out for. Heal your 
characters once they have received damage. 


mt After causing considerable damage to your oppo- 
nent you might see a message saying that Jumbo 
Cactuar is hesitating (Screenshot 3). This means 
that he is about to escape and you will have to confront him all over again. 
When you see this message do not waste time with physical attacks. Instead, 
summon GF Leviathan to have a chance of defeating Jumbo Cactuar quickly. 


Excursion: Deep Sea 
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Gaining GE Bahamut 
RÁRE CARD 


Once vaweontrol Ragnarokgou can land on top-of the Deep SeuBesearch 

Facility.on the most southrwesterm paint of the world man (Sereenshot 
tea? 1). Beforedeaving for this destination you should have one pactyamem 
Ee her junction Bld 10 his or her StatusAttack ij possible. 
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pillar slowly, in sets of about two steps (Screenshot 1). Only move 
when the rotating lights die down, or you will be assaulted by monsters. The abilities “"Enc-None” and "Enc-Half” will 
not help you here. Once you have reached the pillar you will be addressed. Answer that you do not wish to fight. You 
will then have to battle a Ruby Dragon. At the next question, confirm that you will 
continue; don't beg for mercy. Now fight another Ruby Dragon. When you are next 
given a choice of answers move the hand symbol down to an invisible third answer 
and confirm it. After entering this choice you can battle Bahamut. 


[aertensmor 1 


HL, Ei This formidable monster attacks both with magic and physically 
(Screenshot 2). Cast Shell and Protect on your characters; Haste is useful, too. 
When in need of fast healing, draw and cast Bahamut's Curaga. If you can, draw 
Full-life from him during the battle. Watch your party's HP; Bahamut's Mega Flare 
is extremely damaging (Screenshot 3). Your Limit Breaks should cause this mon- 


ster some EE EE 2 [screensuor 3 


cast Aura to enable them faster. Also, GF Shiva is parti- 
cularly hefpful in this battle. Summon GF Diablos, too. 
When you defeat Bahamut he will consent to join you. 
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Pri Ultima Weapon, the monster at the bottom of the Deep Sea 
OIING en Deposit (Screenshot 1), oen censwor 3 


is the most lethal oppo- 
nent you have encountered so far: Make sure your characters have their highest 
weapon upgrade and have stocked a maximum of potent magic for use and junc- 
tioning before re-entering the Deep Sea Research Facility. Even with all this pre- 
paration, you might not succeed in defeating Ultima Weapon on your first 
attempt, 


EDEN 
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Take Zell along; he has a way with machines and will Triple, Dispel, Esuna, Ultima (hidde 
help you to reach the lowest level more easily. Save 
your game in the first screen and climb down the 
thicket of cables (Screenshot 2). Examine the terminal on the left of the screen for instructions. You must make each 
level accessible using a certain amount of steam units (Screenshot 3). You will begin with 
20 steam units. You need to Ex 5 IE E 

have 10 steam units left over lj SS A 
when you reach the bottom 
level in order to make Ultima 
Weapon appear, a formidable 
boss monster that holds GF > 
Eden. First, use 4 steam units | 7 rd 
(this cannot be altered), then pt 

2 steam units for the next 
level and 2 steam units for the 
third level, followed by 1 steam unit for the fourth level and 1 steam unit for the fifth level. 
With Zell's help, you won't have to spend any steam units to access the very bottom. 


If you do not have Zell in your party, this is how you should proceed: On the first level 
you must use 4 steam units. On the second level use up 2 steam units. On the third 
level you must spend 4 steam units at the terminal under the stairs to open the 
Steam Room door. Inside the Steam Room you will find an Esuna Draw Point and can 
access a terminal that allows you to replenish the site's steam supply by 7 units. 
After exiting the Steam Room, you will need 1 steam unit to exit level three. The last 
two levels require 1 steam unit each. You will need 4 steam units to exit level 6 
(Screenshot 4) and access the bottom. 


FFANAL FANTAS Te MI 


There is à Save Point about halfway down to the very bottom of the site (Screenshot 5). You can avoid Tse REENSHoT 5 
encounters up to this point by junctioning the ability “Enc-None’". However, from here on you will inevitably 
encounter some nasty monsters even if your character keeps this ability junctioned. Be prepared to do batt- 
le against Iron Giants, Ruby Dragons, Behemoths, Imps and other dangerous monsters. 


OC 44 Use Siren's Move-Find ability (see "Abilities” in the “Junction” 
chapter) to discover and access the Save Point on the bottom floor (Screenshot 6). 
Heal your party members and junction the "Revive" ability. All characters should have 
“Initiative”, at least one of them "Auto-Haste” to allow your character more turns. At 
least one party member should have the Item command junctioned. 

When you are fully prepared, excavate Ultima Weapon by examining the large terminal. This monster can disable a 
character with one blow (Screenshot 7). It also uses strong magic attacks that cause serious damage to the entire 
party. Start by casting Haste on the party members that do not have "Auto-Haste", Draw Eden from this fearsome 
monster and steal a Three Stars. If you can‚ draw and cast Regen on all party members and stock up on the mon- 
ster's Ultima spells. While not seriously weak against any element, Ice will do more damage than other attacks, so 
summon GF Shiva as often as you can. GF Cactuar is excellent for its needle attack, which causes damage that grows 
in steps of 1.000 HP as it gains higher levels. GF Doomtrain is very useful too. You will spend much time during this 
battle reviving and healing your characters. Do not waste turns with panic commands. Instead, pause the game if 
you need to consider your next move. Ultima Weapon é 

has a vast amount of HP, best reduced by casting 
Meltdown. You can also cast Aura on your characters, ee 


enable their Limit Breaks. 

Save your game immediately after eten 9 Uitim 
Weapon and make your way back upstairs. TI Bhktuly 
the monsters inhabiting «the lower levels of the 
Excavation Site have ished. Be prepared for battle 
on the top six floors af the Deep Sea Deposit. 


as Dn 


Esthar’s President 


Once you have gained all.of the 16 junctionable GFS plus-GF Odin you are ready-to move on in the adventure 
Fly back to tsthar City and head {or the PresidentiakPalgce. 


Check your party members’ junctions and status before setting out: The city is now infe- 
sted with vicious monsters. Keep an eye on Rinoa's HP as she has not had a chance of If you 
E fer gaining levels recently. Also, make sure to let want our way from 
Angelo learn new Limit Break techniques tomake MNM foot, land on top 
battle easier. As a latent sorceress, Rinoa can 
also choose to enter the Angel Wing status as a 
Limit Break. She then casts powerful magic 
without using up her stock. However, you cannot 
control her for the rest of the battle. 


of Esthar Airstation - the massive, 
circular s, wly press the 
© hutton to leave Ragnarok. Your 
party will au: ically emerge on 
the road in front of the 
Airstation (Screenshot 1). 


il RARE CARDS: _ 
To be obtained RARE CARDS: SOUALL 


The four quards in front of the Presidential Palace allow you to enter. Take the seat elevator up and walk 

to the bottom of the screen. Cross the following screen, heading for the left. You have reached the 

President's Office, a room previously closed. You have experienced the events that have led up to this 

but you are still surprised to find out who the President is. This does not stop you from telling him how 

7 little you like his attitude (Screenshot 2). Follow through all of the conversation topics and let the 

- President explain what has happened over the years. Dr.Odine now hurries in and briefs you on Uitimecia, 
£ ey a burning problem of the present … and the future (Screenshot 3). 
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The scientist points out that Ultimecia plans to use time compression to gain absolute control of the world. She needs Ellone's special 


SCREENSHOT 4 


powers to move into the future and compress time. Adel has been taken to the Lunatic Pandora, 
where Uitimecia plans to gain control of her. Dr. Odine has developed a machine that simulates 
Ellone’s cerebral activity, intended to trick Uitimecia into sensing Ellone's presence in the wrong 
places. 


Next, vou find vourselves aboard Ragnarok. The Ppesidentasks whether. Binaa 
would he prepared let Hlone take her ta the futureeHeùsks na less-than that 
wau rescue Ellonesfranetuantic Pandora, prevent AfBES awakeningand con{ront 
Ultimecia (ScreensshoBa) 

Fscrgenswor 5 


Take control of Ragnarok and steer it towards the 
Lunatic Pandora. You do not need to land at Tears’ 
Point. Simply head straight for the huge hovering 
object. You will automatically penetrate its rock-like 
hull and gain access (Screenshot 5) . 


Lunatic Pandora mission 


The Lunatic Pandora is monster-ridden. Among others, you will encounter Iron Giants, Behemoths, Toramas and Imps. 
Form a party and check everybody's GFs, magic and abilities. As you leave the Ragnarok and walk down the steps to 


SCREENSHOT 1 


her Curaga whenever needed and have one character use the Treatment command. wan 
Speed up those characters that do not have Auto-Haste by casting Haste and summon ® 


the bottom left you will be confronted by Raijin and Fujin (Screenshot 1). 


Curaga, Meteor, Holy, Confuse, 
Silence (hidden), Ultima (hid: 


BOSS Raijin and Fujin have not only grown in HP, Tee SNES 12 
they also use stronger attacks. One of Fujin's 
assaults leaves a character with 1 HP. Draw and cast 


your GFs, GF Doomtrain's status attack will severely handicap A 
both opponents. GF Cactuar's "1.000 Needle" attack and GF 

Diablos' "Dark Messenger” attack are very useful, too. Try to 

steal a Power Wrist from Raijin and draw Full-life from Fujin 

(Screenshot 2). 


After this battle, Seifer's sidekicks run away. Follow them and save your progress. You will meet another 
well-known pair of opponents: Biggs and Wedge. However, they have had enough of fighting once and for all 
and spontaneously leave active service. Enter the tubular walkway to the left, follow it and take Elevator 2 
down to the main hall. Walk to Elevator 1 (the green door) and ride f— „vewswor 3 
upstairs. Follow the path around the bend and use the hidden Save Point 

in the next screen. Continue until you reach a walkway. Fujin and |Raijin 
are at the far end, running away. As you follow them, Mobile Type 8 
swoops down on you. A battle is inevitable (Screenshot. 3). 
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Curaga (from tl 
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Breaks but watch 
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Haste ability. _ 
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racters and GFs after battles T jen Wälk straigh ough 

® holding Ellon is here, too. You \Side- 

one go. The girl leaves the room on her own. 0 lon- 
Seifer (Scree: ir loyalty shifts to You inger sees 


as the sofceress' knight. , he now poses as a revolu last battle 


Li 


agalist him begins … 


} Seifer is even 4 


idea party. Do not rush a 
Iso, cast this spell to enablis your 
ouble defeating Seifer. 


Oumiave defgted Seifeijsbut NENSjfat edi 
Wow he ha ken Rind: witliMijm! You are asked 
Ei a partyiïhe scene thenohanges and voe SLC 
Seifer draggilig Rinoa towards Adel's glass dorp 
(Screenshot B). Ee 


Disc 3 ends here. Save your game EK insert Disc 4. 


DISC 4 


pe At the beginning of Disc 4 your group is 
In the Lmatic Pandora. Seifer has let 
(hesraomewhere-vaubattled him. Walk 


. tathe bottom deftof the screen. As you 
mu: screen you wiltsee that thegdartano Me right (oBhe characters left asthey emerge) is naw 
ACCESS 


Wie walkway you ore standing WEWIDVe 10 ther Ie-screen and walk across the landing 
(Screenshot 1). Climlr uothedtdd F5eneensnor 2 


tip Walk onto the crane-like struc- 


ture leading up and to 
If you want to con- the greeni crystalline 
tinue exploring the bridge (Sc t 2). Once 


Lunatic Pandora, do so ® fou are up there, walk to the 
[USMS ront. Move towards the ope- 
platform and trigger the A g you see at the back of 
Events 10 Jollow je screen but use the hidden 5 
e Point on the bridge before entering.Stepping through, 
5 y ind yourselves in front of Adel's cocoon. 8 

el before you can st: reenshot 3). You must 
g Rinoa, whom sh Paeneensnormen 


[seneenswort 


Seifer sacrifices Rinoa to 
now fight Adel without hui 


Silence (hidden), Ultima (hidden) 


BSS Do not use any attacks that could hurt Rinoa: If she is KO'ed, the game will 
be over. This means that you cannot summon your GFs to attack. Instead, draw 
Regen from Rinoa and cast it on her and on your party members repeatedly, if 
necessary. Cast Aura to enable your characters’ Limit Breaks and hit Adel with phy- 
sical attacks (Screenshot 4). You can also use magic that affects a single oppo- 
nent, such as Meltdown, Aero or Flare. Watch Rinoa's HP and replenish them when- 
ever Adel drains them. Steal a Samantha Soul from Adel and speed your party 
E: members up with Haste. If you keep an eye on everybody's HP this battle should 
Zel724n not be too hard to win, 


SCREENSHOT 5 


After Adel has disappeared amid spectacular light 
effects Laguna and Ellone enter (Screenshot 5). 
Ellone rescues Rinoa and Laguna announces that the 
dreaded time compression has begun. He asks you 
to rid the world of Ultimecia and leaves with Fllone. 
You are automatically transported to Ultimecia's 
Commencement Room. 


FFANAL PANTAS Te UI 


Commencement Room 


This room, bathed in an eerie, milky-white glow, seems hauntingly familiar. It resembles Edea's room in the 
Presidential Residence in Deling City. Immediately walk to the Save Point and make use of it. If you hesitate or miss 
the Save Point it will multiply and you can no longer use it (Screenshot 1). The bizarre setting prepares you for a 
strange series of assaults. As you approach the door of the Commencement 
Roomyyourwill be attacked by a Sorceress dressed in purple and yellow, follo- 
wed by a second one. After some time, a Sorceress clad in red and yellow 
appears and finally a horribly distorted demon Sorceress with a snake-like tail 
joins in to initiate the last stage of this long battle. During all this, you will be 
moved from one location to the next. The backdrop will change many times. 
Your main concern, however, is to defeat these four opponents. 


Sove Points (JN ni 
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BOSS Each of the three types of Sorceress holds 

powerful stones you can steal. Junction Sleep to 

one character's status attack and have another - 

character junction Silence to his or her status 3 

attack. Summon your GFs for help with the purple 

Sorceresses. Boost your GFSs if you can and cast Haste to have a greater num- Ab á 
eel 
dq ’ 


ber of turns so as to end this part of the battle quickly. Do not waste time dra- 
wing the Purple Sorceress' magic - you can easily refine it from mid-level magic 
when in need (Screenshot 2). Haste and Double, however, which the red-and- 
yellow Sorceress has, are worth stocking, especially Haste. Draw as many 
“copies” of this magic as you can. This Sorceress is slightly more powerful than 
her purple predecessors. Heal your party members immediately after she has let loose one of her harmful attacks. 
The last, serpentine Sorceress is the most dangerous of the lot. Use this part of the battle to draw and stock Holy 
as well as Flare. Summon your GFs, first and foremost GFs Ifrit and Diablos, and boost those GFs that have this abi- 
lity. Do not bother with physical attacks, as this opponent's counter-attacks are very damaging (Screenshot 3). 
Watch out for the Sorceress' countdown. During this time she does not counter-attack, so hit her as hard as you can. 
If she does manage to let Ultima loose on your party, revive and heal your characters immediately afterwards. 


frewealdkorza 


This long battle ends with spectacular light effects 
(Screenshot 4). Your are transported to Eden's 
House, which is undamaged and no longer in the 
state it was when you visited before. The oceanside 
yard, however, will be changed beyond recognition 
before your very eyes … 


& mt 


DISC 4 


Walk to the back of the screen to enter Edea's House. Leave 
the Bedroom through the door on the right-hand side of the 
screen. In the Playroom, walk to the top of the screen and 
leave through the door in the middle. 


vadually change, In compressedstinesugu (ind several @hins connecter to the ground (Screenshot 
1). DE WERDS line Ihe shore and the rocksOPtDu have. takonBunearthly colouredtinge. Your resolve to 
reneensmor 1 end Ultimecia'slethal reignisiûrde Red Muir you see. 


Walk past the defeated SeeD to theleft side of the screen and move towards the 
third chain from the left (Scree . Draw Triple in the close-up, then walk 
towards the chain.You will find th, can use it as a bridge. Keep walking until 
als to the the giant chain (Screenshot 3). They lead 
tt places on the world map. To rea e locations, face 
e and press the @ button to jump he void. Walking 
the world map will take you 


you see three st: 
to twin portals af 
the portal you 
into the twin pof 
back to the-giat 
You can ve 
caverns as well as other lacations. However, yoüfeát 
sed time. Monsters roam the entire world. 
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d the wortd map and enter 
inger enter towns in compres- 


The lowest of the three 
portals will take you to 
Galbadia. You will emerge 
on Winhill Bluffs, to the north-west of the Missile Base. You 
can reach the Tomb of the Unknown King on foot. 


This portal takes you to 


iddle portal Centra's _ Serengetti 


Plains, to the north-east = de CHOCOBO FOREST 
of the Centra Ruins. From here, you can reach a Chocobo nt : 
Forest and the Centra Ruins on foot. The Chocobo Forest j Ì \ AAL B 


of Solitude is on the Nectar Peninsula to the north. Walk 
there using the adjacent map. If you have befriended the 
local Chocobo mother earlier, she will be waiting here for 
you. If not, you will need to catch her by using the 
ChocoWhis (see "Moving around” in the "How to Play” 
chapter) or ask Chocoboy to help you at a price. Take the 
Chocobo down past Centra Ruins and to the beach of 
Centra Crater. Ride to the west and cross the shallow EN 
water to the southern island. You can get back on dry 

land at the northern beach of the Lenown Plains, to the 
north of Edeas House. Travel to the south-east and look 
out for the narrow mountain pass joining the Lolestern Plains to the Talle Mountains area in the east. A pass in the north- 
east of the Talle Mountains leads to the Kashkabald Desert, where you will soon spot Ragnarok. 


The uppermost of the three portals transports you to the north-east coast 
per por tal of Esthar, in the Grandidi Forest. From here, you can reach the Chocobo 
Sanctuary on foot. From there, you can ride a Chocobo all the way down the 

east coast of Esthar and cross the shallow water to the Kashkabald Desert, where Ragnarok stands. 
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If you continue up the chain from the 
Cape of Good Hope you will eventually 
reach the entrance to Ultimecia Castle 


(Screenshot 1). Draw Flare from the 
hidden Draw Point and save your progress at the Save Point before venturing into the Castle Hall. Those companions 
not in your party will follow you automatically. When you enter the Castle nearly all of your characters’ abilities will 
ENE be sealed off (Screenshot 2). You can still manage your inventory but in battle 

you are left.with nothing but the Attack com- 
mand! Your party can no longer summon GFs, use Tse REENANOTZ 
or draw magic, use items in battle or use Save $ ” 
Points. All other Command Abilitiess are unavai- 
lable, too. Also, Limit Breaks are disabled and you 
i cannot revive KO'ed party members. You must 
fight eight boss monsters in Ulitimecia Castle, 
After each of these battles you will get one abili- 
ty of your choice back. Following the battle 
against Sphinxaur/Sphinxara, you can choose to 
find and defeat Ultimecia's minions in any order you like (Screenshot 3). The 
following solution is merely a suggestion. Whichever order you choose, you will need to face Ultimecia at the very 
end of your quest … 
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GF SIREN, GF PANDEMONA, 

GF LEVIATHAN, GF CARBUNCLE, 
GF CERBERUS, GF ALEXANDER, 
GF EDEN 


Although nearly alt of JI 
your Command Abilities 
have been sealed off, you can still use 
your other abilities. This means that magic 
js still junctioned to your characters’ stati- 
stics, that you can junction "Enc-None” and that 
valable Character Abilities such as “Initiative” 


will make battles and exploration somewhat 


[Save Point 


1/4 (1 hidden) 


Pp Cura, Curaga, Full-life 
[Draw Points (hidden), Slow, Dispel, 
Flare (hidden), Meteor 

(hidden), Holy, Meltdown, Triple, Stop, 
Ultima (hidden), Aura (hidden) 


easier than they sound. Junction Sleep, Drain, 
Death or Paín to your characters’ Status 
Attacks. Change other junctions according 
to each boss description before con- 
fronting this monster 
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If you have missed obtaining certain G.Fs earlier; 
You can leùve the you can draw them {rom the bosses. However, you need to 
Castle at any time to save vour N regain your Draw ability first. If you only gain these GFS at 
game just outside the entrance this point you should choose the abilities they are to learn 
(Screenshot 5). Here, all your abilities with care. It might take many random encounters before the 
are enabled. When vou enter: the building B G.F.S have learned specific abilities you feel you need. 
again, the game will remember which abili- E 
ties you have won back. Also, the party you Irl-Point holds Siren 
do not control will automatically take its Trauma holds Leviathan 
place on the Switch Point in the Hall, 5 © Krysta holds Carbuncle 
regardless of where in the Castle you Red Giant holds Pandemona 
left your friends earlier: d Gargantua holds Cerberus 
s Catoblepas holds Alexander 
Tiamat holds Eden 
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BOSS Walk up the stairs in the Hall and confront Sphinxaur (Screenshot 6). It Fe REENSHoT 6 Fscreensnor 7 
typically summons two Jelleyes and transforms into Sphinxara during the battle. 4E í 
Sphinxaur uses Ice magic. It is comparatively easy to defeat even with nothing 


more than the Attack command (Screenshot 7). Junction Blizzaga to your party 
members’ Elemental Defense. Ignore the Jelleyes and keep hitting 


zn 


Sphinxaur/Sphinxara until it is defeated. vil ï 
RECOMMENDED ABILITY TO CHOOSE: MAGIC. You can now cast spells on monsters bl 
again. Do note, however, that Life and Full-life cannot be used. They are catego- Den 


rised as “Resurrection” abilities and must be won back separately, 


BOSS, holds GF The door at the top of the stairs leads to the huge chandelier of the Grand Hall (Screenshot 8). Your weight will make 
it plunmet to the floor below, throwing your characters about the room (they won't receive any damage). Immediately after this, the chandelier 
ascends again. Examine and open the trap door to access the spiral staircase leading down to the Wine Cellar. You can 

already see Tri-Point hovering below 
Taentenswor 9 (Screenshot 9). 
This monster is alternately weak against 
Ice or Fire. Have one character junction 
Fire to his or her Elemental Attack and 
have another character junction Ice to 
his or her Elemental Attack. Watch 
carefully which element works and 
have the character with the suitable 
element attack next, Tri-Point counter-attacks the entire party with a very damaging Thunder attack after 
it has been hit physically. Make use of this by junctioning your party members’ Elemental Defenses to 
Thunder. Now the monster’s counter-attacks will heal you. 
RECOMMENDED ABILITY TO CHOOSE: GF. Your GF will be of great help in battle, both for attacking opponents and 


for supporting the party. 
rn rr 


Fseneensnor 8 


You can also access JN 
the ground floor of the 
Great Hall ving the Hall 
or. on the left of the 


ering the next door on your right 
(Screenshot 10). However, make the 
chandelier descend at least once to 
shake the debris of the trap door 
and make the Wine Cellar 
accessible. 


nee NV 
BĲSS, halds GF Make your way back up the stairs in the Hall and leave 
the screen to the right. Move along the wall and descend the stairs leading to the 
Switch Point. Exit the Stairway Hall through the door at the top of the screen 
(Screenshot 11). 

You are now in the Art Gallery. 12 of the paintings here have a Latin name, the last, 
large one is unnamed. You need to figure out its title, which is made up of three 
titles from the other 12 paintings. Inspect the paintings in a certain order before 
examining the large painting again (using the @ button each time). If you choose the correct order of names you will discover what the large 
painting is called. It triggers the appearance of the next boss monster. These are the names of the paintings: 


1 IGNUS (Fire) er floor 5 INAUDAX (Cowardice) 
2 INANDANTIA (Flood) 6 XERAMPELINAE 
wer [loor 3 IUDICIUM (Judgment) pp (Red Clothes) (Screenshot 12) 


4 INTERVIGILIUM (Sleep) 7 VENUS (Love) 

13 large painting 8 VIATOR (Messenger) 

9 VIGIL (Watchman) 

10 VIVIDARIUM (Garden) 


Fscneensmor 13 Freneensnor 14 11 XYSTUS (Tree-lined Road) 
4 ek t 12 XIPHIAS (Swordfish) 
Ne * ú NC hid If you climb up the stairs to the Gallery's 
Meis ad hd end Zeis … higher level you will see a large clock face 
mn hi ed inlaid in the floor below. Its three hands 
nne 1 p point at VII (hours), III (minutes) and VI (seconds). This is a hint: The clock face 


signifies the three paintings you are looking for. '"V” points to paintings with this 
letter, the “I's indicate how many times the letter "1" is represented in the name of the painting. Examine the first three paintings in the following 
order: hour, minutes, seconds. They are VIVIDARIUM, INTERVIGILIUM, VIATOR. Even knowing this, you must inspect all the other paintings as well, 
before approaching the large painting again. Now stand before the unnamed painting, press the @ button and enter the three names (Screenshot 
13). They translate to: "In the Garden Sleeps a Messenger". When you turn around you will see that Trauma, the next boss monster has appeared. 
Trauma is rather resistant to physical attacks. It summons Dromas, smaller versions of itself, during the battle. Ignore them and concentrate on 
fighting Trauma. Summon GF Doomtrain to weaken the monster’s defenses, then use GFs Cactuar and Pandemona repeatedly (Screenshot 14). Wind 
is Trauma’s one weakness. Watch your party's HP and have one character heal the others after Trauma has let loose one of his devastating special 
cannon attacks. 

RECOMMENDED ABILITY TO CHOOSE: DRAW. You can now make use of the monsters’ magic and of the various Draw Points in the Castle. 


BĲSS, holds GF Leave the Art Gallery through the door at the top [scneensnor 15 [seneensmor 16 
of the screen (Screenshot 15) and walk down the stairs in the middle to reach 
the Floodgate room. Cross the bridge to your left and enter the Prison. The 
corpse at the bottom left of the Prison holds the Prison Key that you need to 
leave the dungeon (Screenshot 16). As soon as you take it a Red Giant appears r 
behind you. He is nearly as strong as trauma but has no apparent weaknes- Ld 
ses. Again, summon GF Doomtrain first to weaken his defenses. GF 
Doomtrain's multiple status attack should blind your opponent, making his 
attacks far less effective. Summon your other GFs to cause great damage. 
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[acneensnor 17 GFs Diablos, Cactuar and Quezacotl are good choices (Screenshot 17). After GF Doomtrain has weakened the Red 
Giant's defenses you can also do some damage with physical attacks. 

RECOMMENDED ABILITY TO CHOOSE: ITEM. Among others, this allows you to heal your characters in battle with- 
out spending valuable magic. 


SCREENSHoOT 18 SCREENSHoT 19 
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Make 
your way back into the Hall, walk up 
the stairs and enter the Grand Hall. Let the chandelier take you down to 
the bottom floor, then stand on the Switch Point (Screenshot 18) In this 
position you will automatically set a lever that keeps the chandelier in 
place. Have the second party, whom you now control, exchange junctions, 
if necessary. Climb up the stairs and walk to the chandelier. Cross it, walk 
through the door at the far end (Screenshot 19) and step out on the balcony. Krysta, a deceptively delicate-looking boss, is hovering here. 

Although it does not have an overwhelming amount of HP, Krysta is extremely resistant against all kinds of attacks. You should not confront this mon- 
ster before getting your GF ability back. GFS Cactuar and Diablos are of great help here. Do not use GFs Brothers and Shiva: Krysta is strong against 
the Earth and Ice elements. If you have the opportunity, draw Holy. Meltdown and Demi are quite effective. Follow them up with Meteor, Tornado or 
even Ultima attacks. 

RECOMMENDED ABILITY TO CHOOSE: RESURRECTION. You can now revive your party members faster and more effectively during battle, as Life and 
Full-life become available again with this ability. SCREENSHOT 20 


Cross the chandelier and make your way back to Stairway Hall B (using the map 
on page 108). Step on the 
Switch Point and take control 
over party 1 in the Grand Hall. 
Leave the Grand Hall to the top 
of the screen, cross the 
Courtyard and enter the Chapel 
(Screenshot 20). You will see 
à purple cloud hovering in this 
screen. It is full of random 
monsters, so if you are bent on zl p VIATOR 
doing battle move into the 
cloud as many times as you 
like. Otherwise, avoid touching 
the cloud and climb up the 
steps at the far end. Continue 
until you reach a shaky bridge. 


It will not collapse but the Armory 
Key that is lying here will fall down 
(Screenshot 21). 
Keep the 
triangle button pressed to 
wall r than run ac the 
bridge. The key should remain 


where it is and you can pick it up from Make your way back into the 
the If you are using an Analog 5 5 Courtyard and step on the Switch 
NRN INK Aat Point. Take party 2 into the Floodgate Room. If the Armory Key fell from the bridge earlier, walk to the very 
SOON ON INN right of the screen and press the © button to pick up the key (Screenshot 22). Now open the Armory door 
moving. This should keep the at the top right-hand side of se ture [se meekan en 


bridge from shaking. the screen. If you picked up the 
key from the bridge you can walk & 
straight to this door. In the Armory, walk = n 
up to the Vysage. You must battle it as well as a Lefty and â 
a Righty. Silence the Lefty or draw and cast Blind. Draw Ì Ï ON 
Demi and Regen from Lefty and stock up on the other £ 

monsters’ magic, too. Defeat Lefty first, then Vysage and 
Righty. 

After this battle your real opponent rises from the ground: Gargantua (Screenshot 23). This huge monster lives up to its name. Like 
Krysta, it does not have too many HP but is very strong and uses magic. Avoid attacking physically, as this triggers painful counter- 
attacks. Summon GFs Diablos, Cactuar and your other GFs. Before entering the Armory, you should junction Berserk to your party mem- 
bers’ Status Defense to block Gargantua's favourite status attack. Also, junction Quake to your characters’ Elemental Defense. These 
two measures will make your battle much easier. Have at least one party member junction the Item command and keep an eye on every- 
body's HP. 

RECOMMENDED ABILITY TO CHOOSE: SAVE. You no longer need to leave the Castle in order to save your progress as you can use the 
Save Points inside the building from now on. 


EA 


PEENAL BANTAS Te UI 


BOSS, holds GF Leave the Armory and make your way back 

into Stairway Hall B. Walk up either of the stairs and leave through the [scneensmor 24 Faeneensnor 25 
door on the left. Save your game in the passage. Continue to the next 7 
door and enter the Elevator Hall. Enter the right-hand cabin. It will auto- 

matically ride down (Screenshot 24). Leave this cabin and enter the left- & 

hand cabin. The right-hand cabin rides back up. Step on the Switch Point Es 

in the left-hand cabin and take control of party 1. From the Courtyard, Ù 

make your way around the Castle until you reach the Elevator Hall. Step ‘ 
Into the right-hand elevator. The left-hand cabin now automatically 
ascends while your active party rides down. Step on the Switch Point in 
the right-hand cabin and take control of party 2 again. 

Leave the cabin and exit the Elevator Hall through the-door-on the left-hand side of the screen. Take the Floodgate Key from the Storage Room 
(Screenshot 25), return to the left-hand cabin and switch to party 1. Exit the right-hand cabin, which now ascends, while the left-hand cabin des- 
cends, Walk to the door at the bottom of the screen and continue down the passage past the Treasure Vault. Enter Stairway Hall A (left) and fol- 
low the gallery to reach the stairs leading down. From here, make your way to the Floodgate Room and examine the lever to the left of the Prison 
door. Unlock the lever with the Floodgate Key (@ button) and pull it to make a gate descend, draining the waterways (Screenshot 26). From now 
on, leave the lever in this position. Walk to the Switch Point in Stairway Hall B and take control of party 2. 

Take this party to the Courtyard, The fountain has been drained and you can now extract the Treasure Vault Key from it. Either take this party back 
to the Treasure Vault or switch to party 1 and move there from Stairway Hall B (the path followed here). Save your game in the passage leading to 
the Elevator Room, descend in the right-hand cabin and walk to the Treasure Vault. Unlock it and enter. 

The Vault contains four treasure boxes (Screenshot 28). You must move the lids to open all four treasure boxes simultaneously. Viewing the array 
of treasure boxes from top to bottom (of the screen), they are numbered 1 to 4. The lids move the other lids as follows: 

1 MOVES 1 AND 2 


Ed [screensmor 26 Psereensnor 27 [sereensnor 28 
4 MOVES 3 AND 4 3 Ì Fi Ì 6 * 
YOU NEED FOUR MOVES TO OPEN ee “ ® 


ALL OF THE L 


- 


ie 


d You will now face Catoblepas. This monster has a great amount of HP and uses Thunder attacks. You 

TSE ee 1 should ju Thundaga to your characters’ Elemental Defense before confranting Catoblepas 
% H (Sci . Decrease the impact of its attacks and weaken its defenses by summoning GF 
dl 


use GFS Diablos or Quezacotl against him. Earth and Water attacks, however, do 
to this monster. Summon GFS Brothers and Leviathan and use the battle to draw Meteor. 


Bn your strongest Magic wielder cast Meteor on Catoblepas. Heal your party members repeatedly, 


monster will unleash this magic just before it is defeated. 
‚NDED ABILITY TO CHOOSE: COMMAND ABILITIES, You can now junction Mug”, "Treatment’ 
and other useful Command Abilities to your characters. 


| This useful item 
racter that ju 
Abilities, From the treasure Vault, move to Stairway Hall A (left) 
a Ee the Switch Point. Take arty to the Chapel and approach the organ (Scf@enshot 29). Press the 
o calf up a musical scale on the screen. You must now press all eight keys (the © A and © 
fe simultaneously and keep them pressed to lower a gate to the right of the 
well, the gate will retract completely, opening the way to a short passage. 
very end. Here, re you will find a box containing a Rosetta Stone 
e the stone on the GF re of your characters without "Abilityx4” and junction an additional ability to this character. On — 
‘the corner you can use the door to enter the Prison from the other side. 


[sereensmor 31 


a GF todlearn "Abilityx4”, giving the cha- 
ss it four slots for Character and Party 


Us GF Tie eighth boss monster awaits in the Clock Tower. Take en Fpeneensnor 32 


party back to the Chapel and climb up to the shaky bridge that leads to the 
owe re the ladder on the right; leads to a dead end. Instead, walk 
(Sereenshot 31). Ascend the spiral staircase. At a cer- 
na . You see a bell swinging from side to side. 
f the screen, face the bell. When it approaches, 
left stick to the right and press the © button 
32). it has swung back to the right, you T 
ik til Leave the st through the door on the right-hand side of th@ screen. Tiamat, a flying®Boss monster, awaits. 
| battle; make sure at one of your party members has the Item command junctioned. Tiamat seems to be a relative of 
Bahamut’s. The two of them look (and act) similar, but Tiamat is not quite as strong as Bahamut. It only uses 
one Kind of attack, its devastating "Dark Flare”. Since this takes considerable time to prepare you will have 
ample opportunity to attack - especially if you use Haste on those party members who do not have the “uto 
Haste” ability. Cast Shell on your characters and summon GF Doomtrain to weaken Tiamat's defenses 
(Screenshot 33). Then summon GFS Eden, Cactuar, Shiva and Diablos. Avoid using Fire, Thunder or Wind attacks. 
Do not summon GFS Ifrit, Quezacotl or Pandemona. If you have time, draw Flare from Tiamat. Despite Tiamat's 
strength and large number of HP you will eventually wear him down. 
RECOMMENDED ABILITY TO CHOOSE: LIMIT BREAKS. You have now regained of all of your abilities that were sea- 
led off at the outset. 


DISC 4 


walkthrough 


SCREENSHOT 34 


After the ti p 


battle you can use a hid- 
den Save Point at the bottom 
of the spiral staircase (inside 


When you have defeated Tiamat, return 
into the Clock Tower (Screenshot 34), 
wait for the bell to swing towards you 
and jump onto it. You will automatical- 
Iy leap off it at the bottom left-hand 
side of the screen. 


the Clock Tower). Then climb 
back up the spiralling stairs 
until you reach the bell 
ledge. 


SCREENSHOT 35 


[sereensmor 36 

BOSS, holds GH Run to the top of the screen on the narrow N 

ledge leading upwards (Screenshot 35). The door on the right-hand 

side leads into the Clockwork. Walk to the right, then towards the bot- 

tom of the screen. The doorway leads to the face of the clock. Walk 

over the hands until you reach a ladder near the left of the screen 

(Screenshot 36). Climb down, walk to the right (when facing the clock) 

and climb down another ladder. Walk down the battlements to the left. < 

You will enter a close-up of the great doors leading to Ultimecia's 

Fee TE Tower (Screenshot 37). Heal your characters and GFS, refine everything you might need to replenish your magic 

stocks, to enhance your statistics or to learn new abilities. Make sure every all six characters have Initiative jun- 

ctioned. If you can, provide everybody with Auto-Haste and Auto-Shell, too. Check your stock of Holy Wars and 
Heroes. Refine them if you need to, Then save your game and enter … 


Ultimecia is most displeased that you have made it so far 


Vour GFS will only 
be of help during the first stage 
of the battle; Griever will defeat them 
effortlessly during the second stage. 
Since you will have no opportunity to heal 
your GF during this long battle you might 


consider disabling the Command Ability "GF” 


altogether before confronting Ultimecia. 
Instead, have all characters junction the 
Item and Draw commands plus one spe- 
cíal Command Ability each, such as 
Treatment, Revive or Defend. 


This fight will take place in four stages. 


(the party you are not controlling has also arrived) 
(Screenshot 38). After insulting you all she will randomly 
choose three of your group as opponents and enter battle. 
Whenever you fail to revive a KO'ed character immediately 
after he or she has been disabled Uitimecia will spirit this 
character away and randomly choose one of your group 


who has not participated in this battle so far to replace him or her. Be very careful: When a party mem- 
ber is removed from battle and you have no more companions as a reserve - i.e, when there are only 


two of you left in battle - the game is over! 


First, Uitimecia attacks alone, using magic (Screenshot 39). As 
in the following stages, Meltdown is most useful to weaken your 


opponent's defenses and slow her down. Draw and Cast Ultimecia's Flare and Demi: They are quite power- 
ful and allow you to save your own magic. Cast Aura on your active characters to enable their Limit 
Breaks. Use the item Holy War throughout all stages of the battle to protect your characters. Be aware 
that Haste will make this effect wear off faster (nevertheless, it is still a status worth having). 


After you have defeated Ultimecia, she lets her GF Griever take 
over (Screenshot 40). He attacks with both magic and physical 


assaults. Griever can be severely damaged by his own Tornado magic, so keep drawing and casting it. Cast 


Protect on your characters to decrease the damage taken by Griever's physical attacks. Towards the end 
of this stage, Griever will use physical attacks more frequently than his magic. 


SCREENSHOT 40 


SCREENSHOT 39 


®: 


FEENAL RANTAS Te UI 


rereensnor 41 
[STAGE 3 = ULTIMECIA AND GRIEVER WREE EN 


Griever join forces (Screenshot 
41). Be wary of Griever's attempts to steal your magic. When you first battle him, he will steal several 
spells in one turn. Later, he steals all "copies of one kind of a character’s magic! Concentrate on defea- 
ting Griever first, then attack Uitimecia. Draw and cast your opponents’ Demi and Tornado; they are sur- 
prisingly effective against them. 


[STAGE 4 - ULTIMECIA The last stage of the battle pitches you against the Sorceress alone. This time, she has the most 

fearful magic: Apocalypse, which is far more damaging than Ultima. One of her attacks leaves all 
active characters with only 1 HP, so be prepared to use your most potent healing items and magic. If you have no more Holy Wars left, use the 
item Hero to make one character at a time invincible for a while. Uitimecia's Apocalypse spell is highly effective against her. If you repeated- 
Iy draw and cast it on Ultimecia you will soon face a rather incredulous opponent, who is finally defeated. 


EN 
Ji 


{1 - you have completed 
one of the greatest games ever! 
Sit back and enjoy the fabulous end cinematic 
… Catching a glimpse of the characters’ future … 
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junction 


Guardian Forces, 
Abilities and Magic 


Final Fantasy VIII introduces an entirely new concept 
of magic management. Rather than acquiring magic 
points throughout the adventure or having specific 
characters memorise spells you will find that magic is 
far more versatile here, It can be collected by various 
means. Magic is not only limited to battles. You can 
also stock it and use it to modify your characters’ 
parameters, direct their growth and “fine-tune” their 
vital statistics. Since you will be travelling with diffe- 
rent companions, all your magic is exchangeable bet- 


1 GUARDIAN 


The entire magic system revolves around Guardian Forces, also 
known as GFS. They are spiritual beings, some of which represent 
natural forces and elements such as Fire, Ice or Earth. Without them, 
your party can fight battles using physical attacks and can manage 
its inventory while travelling. However, your characters will have an 
increasingly hard time as they progress: Without GFs you cannot use 
magic or noticeably enhance your characters’ statistics. Battles 
might seem impossible to win. Your party will also miss out on many 
game details that can only be found with the help of GFs. 


5 Junction means equipping a character with 
Junction Guardian Forces, specific abilities or magic. All 

of these are interconnected. In Final Fantasy 
Vil, characters do not change their armour or weapons (other than 
upgrading each character’s specific type of weapon). They enhance 
their powers mainly by junctioning. So, careful management of what 
each party member junctions is the key to your success. 


Obtaining Guardian Forces 


ween one another. So, rather than having to fret about 
making the wrong decision in distributing magie befo= 
re a change in the party, you can makealterations and 
adjustments at nearly any time (except during batt- 

les). The three sections of this chapter introduce 
vou to the new concept of Guardian Forces, the 
Abilities system and the various kinds 
magic in the game. 


FORCES | 


Guardian Forces 


can be summoned to manifest 
themselves and launch their 
special attack (or directly 
heal or otherwise support the 
party) during battle - they do 
not spend your characters’ 
magic 

learn abilities, which help the 
party.and enable certain kinds 
of action 
can be junctioned to 

a character (Screenshot 1} 
to selectively enhance hi: 
or her statistics 


Each Guardian Force can be gained for the party under special conditions. 
Once you have obtained a GF it willbe accessible and can be junctioned 
and taken care of via the main menu.„Some GFs will help you in battle 
but are not junctionable. They are introduced later in this section. 
You can obtain GFS by: 


drawing them from an opponent in battle 


fighting them directly 
(Screenshots 2 + 3) 


using some special items or a 
combination of several of them 


completing a particular event 


14 


Accessing GFs 


Whenever you galm anew GF. consider the kind of magic it repre- 
sents, look at the abilities iEean learn and try junctioning it to diffe- M \ | N MENU 
rent characters. The “Abilities” section of this chapter explains how EE 
to make the most of your GFS and how best to distribute them among 
the party. You can acceSS your GES in two different ways: 


GFs are very much present in the main menu. You can access them 
under the following menu headings outside of battles: 

md Junction > In the sub-menus following this choice you can 
have your characters junction GFs, magic and abilities 
(Screenshot 4). 

Items > Use items to revive or heal your GFs (there is no 
magic for this); you can also use an item to make GFs forget 
abilities, making room for new ones to be learned 
(Screenshot 5). 

ÌGF > See portraits of all your GFS (Screenshot 6) and deter- 
mine which abilities they should learn next. 


| Tutorial > The tutorial is a mine of information on the entire 
game system, including detailed explanations on how to 
make the most of your GFs. It is well worth browsing! 
Abilities and magic are introduced in the following two 
sections of this chapter. 


PREPARING FOR/ DURING BATTLE 


Have all characters in the party junction a GF that has the ability 
“GF”. Now make each of them junction this ability in the Junction 
sub-menu. After this, when you encounter monsters, any of your 
characters can choose to summon a GF he or she has junctioned, as 
long as the GF is not knocked out (see paragraph “Taking care of 
GFS” below). After a few seconds this GF will make an impressive 
appearance and let loose its special attack. Each GF has its own | 
spectacular animation showing how it materialises and uses its 
technique. This attack or use of a technique (Screenshots 7 and 8) 
cannot be interrupted once it has begun. After this intervention the | 
GF dematerialises. Your characters can summon GFS at every turn. | 


How b6Fs grow 


GFS afe living entities. As such, they grow much as your characters do. After battles they gain experience and, 

eventually, levels that raise their hit points (HP) and attack power. Junction all of your GFS to let them benefit 

from this growth. GFs summoned in-battle gain more experience points than those not summoned. The more GFS 

you have the less experience each GF receives after battle, Due to the amount of fights (and experience gained), 

however, you will not find this a noticeable drawback. Any GF's rise in levels is displayed after battle. Most encoun” 

ters also reward GFs with Ability Points or AP. These AP enable your GFS to learn new abilities that either enhance their 

own powers or increase the party's possibilities-in many ways. When a GF has mastered an ability this, too, is displayed 

after battle. This learning process and the various abilities are explained in the next section, “Abilities”. GFS that are 
knocked out during battle will not receive experience points or AP. 


Taking care of GFS” 


While of considerable power, GFS are mortal;too. When a character summons a GF, this GF will shield its host with its materialising body. 
attacks directed against that character during the summoning will be received by the GF. It can be hurt or knocked out but not revived or 
d during battle. Also, there is no magic for healing and restoring GFs. So, when you summon GFs during a fight, make sure to check their con= 
dition immediately after the battle and always carry a substantial supply of healing and restoring items for them. Your GFS’ HP are slowly resto- 
red by walking. 
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GFS are only 


Compatibility between GFs and characters _suertunan. 


Like us, they 

make friends and develop intense dislikes. They can also be jealous of one another. The more GFs you acquire 
the greater the likelihood of internal quarrelling. Not that you would get any messages to that effect. However, 
GFs will take longer to summon if their compatibility with you decreases. The higher their compatibility with 
you, the faster they will appear when summoned (Screenshots 9 and 10). 
At a compatibility of O a GF will take nearly 17 seconds to appear. At a compatibility of 500 summoning time will 
be reduced to about 10 seconds; at 1000 (maximum) the GF will appear within less than 3 seconds. These sta- 
tistics are displayed in each character’s third status screen and under GFs in the main menu. They change con- 
stantly because 


WB Summoning a GF increases its compatibility with the character by 20 points but decreases the 
compatibility of all other GFs with this character by 1-2 points. Compatibility of the GF repre- 
senting the opposite element will decrease by 10 points, Also, the summoned GF's compatibility 
with other characters decreases, 

Using a particular kind of magic in battle will increase the compatibility of the related GF with the character by 1-3 points but 
decrease the compatibility of certain other GFs by 1-2 points. For example GF Ifrit will be pleased if you cast Firaga during battle, 
whereas GF Shiva will not be too happy about this. 

Using a specifie item will increase the compatibility of the related GF with the character by 1-3 points but decrease the compatibi- 
lity of all other GFs by 1-2 points. For example, if the character junctioned with GF Diablos uses a Steel Orb, Diablos' compatibility 
with this character increases. Items related to the elements or powers of various GFs can be obtained throughout the adventure. 
At a later stage in the adventure you can gain the item ‘LuvLuv G” which increases the compatibility of all GFS with a character 
by 20 points. 

Each character will develop favourites who prove particularly helpful in battle. In order to maintain high compatibility with all of your GFs you might 

still want to summon the less popular ones from time to time. This way, when you do need them, you will not spend too long calling these GFs for help, 


Introducing the GFS 


Here are some characteristics of the GFs you can junction. You cam 
GFS that can he junctioned find out where to obtain a particular GF, how its-attack or special 

technique works and which other GF it does not work well with. For 
example, GF Ifrit, representing the element Fire, feels uncomfortable in the-presence of GF Shiva, who represents the 
opposing Ice element. Avoid junctioning such opposing GFs to the same character. Other GFs are neutral in this res- 
pect. The GFS' abilities and how to best distribute your GFs among the party are explained in-the following section of 
this chapter, under “Abilities”. How to obtain GFs is explained in the "Walkthrough". 


:| ALL OPPONENTS 
ELEMENT:] THUNDER 
STATUS CHANGES: [NONE 
(OPPOSED GF: LEVIATHAN 


TARGET:| ALL OPPONENTS 


STATUS CHANGES: [NONE 
OPPOSED GE:) IFRIT 
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GE] PANDEMONA 


LOCATION 


TARGET:| ALL PARTY MEMBERS 


ESTATUS CHANGES: |REFLECT 


TARGET ALL OPPONENTS 


STATUS CHANGES: [SILENCE 
OPPOSED GE 


OSED GF) CARBUNCLE 


STATUS CHANGES: 
QUETZACOTL 


FINAL PANT ES To Hf 


junction 


OPPOSED GE:| BROTHERS 


LOCATION 


Holy Judgment - Alexander 


attacks with rays of light sent 
from the Heavens above. The 
damage caused by his ele- 
TARGET-[ ALL OPPONENIS end perd ge TARGET. ALL OPPONENTS 
ELEMENT) HOLY her levels Alexander's attacks ELEMENT:| POISON 
can be of great help. 
STATUS CHANGES: ]NONE STATUS CHANGES: | POISON, PETRIFY, BLIND, SILENCE, BERSERK, 
OEROSED EE DOOMTRAIN SLEEP, SLOW, STOP, CONFUSE, VIT O, DEATH SENTENCE 


m7 OPPOSED GE: ALEXANDER 


LOCATION 


1.000 Needles - Cactuar 

unleashes a physical attack 

against all opponents. 

The damage inflicted wilt 

increase in steps of 1.000 HP 
TARGET. as Cactuar grows in levels. 


ELEMENT:| (OVERCOMES DEFENSE) 
STATUS CHANGES: [NONE 


TARGET:| ALL OPPONENTS 


ELEMENT:| (OVERCOMES DEFENSE) 


STATUS CHANGES: JNONE 
OPPOSED GF:| NONE 


OPPOSED GE} NONE 
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NAME 
| ronberry 


Centra - Centra Ruins N S A k Deep Sea Deposit (Discs 
(Discs 2-4). pn = <W, 3 and 4). Held by Ultima 


ONE OPPONENT A ALL OPPONENTS 
(OVERCOMES DEFENSE) ENT] (OVERCOMES DEFENSE) 
NONE T NONE_ 
NONE 


JUNCTION 


HOW TO OBTAIN Use the ChocoSonar and ChocoZiner to call a mother cho- 
ATTACK / TECHNIQUE |_cobo without Chocoboy's help (see “How to play” chapter) and have the cho- 
PO REENENNN |_ ooo io up the hidden treasure Gee “Secrets” chapter). Then talk to 
mental Fire attack against all Chocoboy. He will “give” you Boko. 
oppouents, HOW TO SUMMON use Gysahl Greens during battie. These can be bought 
from Chocoboy before you befriend the chocobos and from the chicobo at the 
Chocobo Shrine (see “Secrets” chapter). 


Dd 
di) 
EL 
DAN 5 ' T ATTACK / TECHNIQUE HOW TO SIMMON use à Phoenix Pinion during battle. After the first sum- 
# Rebirth Flame - Phoenix directs mons, Phoenix will appear randomly and help your party as long as you have à 
' AN an elemental Fire attack against Phoenix Pinion. These can be refined from Mega Phoenix with the ability Tool- 
é all opponents and revives all RF. The party loses one Phoenix Pinion every time the legendary bird appears. 


knocked out party members, 
restoring about 12% of their 
maximum HP. 


ATTACK / TECHNIQUE 
Sable justiciero - With his 
mighty sword Odin splits all 
opponents in half. You will 
gain full experience points 
and AP for the abbreviated 
battle. 


HOW TO SUMMON 
Odin appears randomly. He cannot be summoned. 


Most of what your party can do throughout the adventure is 
based on Abilities. These are not learned by individual charac- 
ters. Instead, all abilities except for the basic “Attack” command 
available during battle need to be learned by the GFs your cha- 
racters have junctioned (see “Junction” section above). Most of 
these abilities can then in turn be junctioned to (Screenshot 1) 
and used by your characters. Some abilities do not need to be 
junctioned; they become available automatically once a GF has 
learned them (Screenshot 2). 


Each GF already comes with a number of basic abilities when you obtain it. It also has a certain pool of 
abilities it can learn. The abilities a GF has learned are marked in white writing on the GF's sub-menu, 
which is accessible via the “GF” option in the main menu followed by “Learn” in the GF sub-menu. 
Abilities marked in grey on this sub-menu are ones this GF can still learn. In addition tothese, all junc- 
tionable GFs can learn further abilities that will only appear as options to be learned after certain other 
abilities have been learned - or, if their ability list is full, after you have made them forget certain other 
abilities. You will find a list of the GFS’ abilities further down in this section. 


NAME 
od ds [ Gilsamesh 


ATTACK / TECHNIQUE 

Sable justiciero, Masamune, Excalibur or 

Excalipoor - Gilgamesh's weapon is deter- 

mined randomly. Each of the four blades 

directs non-elemental attacks against all 

opponents. Sable justiciero is as effective 
blade; Masamune and Excalibur 

are less effective by degrees. Excalipoor is 

by far the weakest weapon in the game. 

It only incurs 1 HP of damage. 


Jp 


HOW TO SUMMON 
Gilgamesh appears randomly. He cannot be summoned. 


non2 ABILITIE 


Tr, 5 Fe Each ability takes a certain number of ability points or AP to be learned, These are gaïned in 
Lear: ming by gaming AP | vattie. After vour party has won a fight you will receive messages concerning the experlence 
and, possibly, items earned by youf characters. There will also be a message telling youhow 


many AP your GFs have gained. Each GF that is junctioned to a party member and is arne de out after battle receives this number of AP. If aGF 


has completed learning an ability after a battle, this is displayed, too. (The messäge 
strength. It has nothing to do with the GF's abilities} The further you progresé in the adventure: 
AP you are likely to receive. However, some set encounters ar@ not rewarded with AP — 2 


earning by using items 


120 


has gone up a level refers ta its HP and attack 
Mastier most monsters become - and the more 


lypes of Abilities There are two basic kinds of abilities: those that need to be junc- 


tioned by yoúr eharacters in order to become available and those that can be used without having been jünctioned. 
There are three types of abilities that need to be junctioned (in the “Abilities” window of the “Junction” sub-menu) 
and three types that do not. The distinction made between the types of abilities is intended to help you understand 
the abilities system. Each of the six types of abilities has a special icon in the game menus for easier recognition. 


Tr 5 = Of the following, 

Abilities that need to be junctioned _commare hoi- Toos cenonor s 
ties are junctioned 

Inth@B Command" window of the “Abilities” sub-menu opened via the “Junction” sub-menu. 

ChafaëlBr and Party Abilities are junctioned in the “Ability” window below the “Command” window 

on tHelSame screen. Characters start off with two slots for Character or Party Abilities, these can 

increasetithree (sometimes even four) during the adventure. 


rd 
p En MANDERBIENMSS , „ese aliow à character to use a certain command when it is 


his or her turn in battle. While a character can use “Attack” (physically assaulting the opponent) 

without having junctioned a GF and any abilities, no other action is possible. In order to summon GFs, use items, draw or cast magic, the res- 
pective abilities must be junctioned (Screenshot 3) . Each character can only junction three Command Abilities, so you need to make a choi- | 
ce. Examples: Draw, Item, Magic, GF 


PARDGABIENNES , „here are some useful abilities 
that only need to be junctioned by one character in order to help 
the entire party. If, for example, one of your party junctions 
“Move-Find” (Screenshot 4), you will see hidden Draw and Save 
Points. If this ability is not junctioned you can still find hidden 
Draw Points by examining the correct spot but you cannot access 
hidden Save Points even if you know where they are. 
Examples: Move-Find, Enc-None, Alert 


LS CHARACTER ABILITIES | , These abilities provide a 


| character with special skills or directly improve his or her stati- 
stics. Statistics-related abilities have a cumulative effect if junc- 

tioned together. If a character junctions “Vit+20%” as well as | 

“Vit+40%” the effect will be that of “Vit+60%'. There are other, | 

| 

| 

| 


individual abilities such as “Auto-Protect” or “Initiative” that you 
will find most helpful during your adventure. 
Examples: HP+40%, Vit Bonus, Initiative, 
Auto-Reflect 


Abilities that do not need to be junctioned 


Of the following, Command Abilities are junctioned in the Command” window of the “Abilities” 
sub-menu opened via the “Junction” sub-menu. Character and Party Abilities are junctioned in 
the “Ability” window below the “Command” window on the same screen. Characters start off 
with two slots for Character of Party Abilities, these can increase to three (sometimes even four) 


during the adventure. mmm 
UNCTION ABILITIES 
Le | JUNCTION ABILI ES | > When learned by a junctioned 


GF, these abilities will enable a character to improve his or her stati- 
stics by then junctioning magic to these statistics in the “Junction” 


ILITIES | 


> Once gained, GFS will learn GF abili- sub-menu (Screenshots 5 and 6). The ability itself does not need to 

[ie first if vou do not select other abilities to be learnt. GF be junctioned. For example, HP-J enables you to junction magic to 

| _Abilities mainly affect a GF's HP and the power of its magic attack your HP. If you would like to junction magic manually choose the 
_or technique. Boost is a GF Ability, which is easy to learn. It helps “Magic” option in the “Junction” sub-menu. If you would rather like 
you increase a GF's attack power manually during battle (see para- the game to automatically junction magic, use the “Auto” option in 
graph “Boosting GFS’ below). the “Junction” sub-menu. The more potent the magic and the more 
Examples: Boost, GFHP+10%, SumMag+20% of it you have, the greater the increase in HP when you junction it to 


HP. You will find a “rank list” of valuable magic to junction to your 

en 7 characters’ statistics in the Magic" section below. 

| Ei In addition to making a character stronger or faster Junction Abilities 
can also help increase his or her defense against status and elemen- 
tal attacks or increase the power of that character's status and ele- 
mental attacks. 
Some GFs have “Abilityx3”. This allows a character to junction three 
instead of two abilities in the “Ability” window below the Command” 
window in the “Abilities” sub-menu screen. One GF even has 
“'Abilityx4”. Examples: Examples: HP-J, Str-J, Abilityx3, 
ST-Def-J 


| 


> Most of these abilities can be used directly from the “Abilities” sub-menu. They generally make life easier 
je party. Here, you can refine various items and various kinds of magic into more potent items or magic using a variety of specialised 
abilities marked in white. You can also call shops and junk shops. In the “Ability” sub-menu, choose a menu “Ability” and then select an opti- 
on from the screen, which follows. Abilities marked in grey at the top of the sub-menu's list are ones that automatically take effect. For exam- 
ple, if one of your GFs has learned “Sell-High” you will be offered a better price for items you wish to sell at shops. “Haggle”, on the other 
hand, lowers the prices asked for the shops’ items without your intervention. 

Examples: Card Mod, Haggle, Recov Mag-RF,‚ Tool-RF 


121 


CHARACTERS INTRODUCTION 


HOW TO PLAY 


WALKTHROUGH 
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INDEX 


(Ta 


(of Abilities 


bles 


B = can be learned now 


A = has already been learned when GF joins you 
C = can be learned later (after other abilities have been learned or forgotten) 


Magic Cast magic |_All GFS (A) 
GF Summon GFS |_All GFS (A) 
Draw Draw magic [All GFs (A) 
Item | Use items All GFS (A) 
Card Turn monsters into cards Quetzacot! (B) 
Doom | Use Doom on one enemy Shiva (C) 
Mad Rush | Use Haste, Berserk, Protect on all party members Ifrit (B), Eden (B) 
Treatment Remove abnormal status Siren (C) 
Defend Reduce damage until next turn Brothers (B), Cactuar (B) 
Darkside Expend HP to attack Diablos (B), Doomtrain (B), Eden (B) 
Recover Restore HP Leviathan (B) 
Absorb Absorb HP |_Doomtrain (B) 
Revive | Remove KO Pandemona (B), Alexander (B) 
LV Down | Lower à monster’s level Tonberry (A) 
WV Up | Raise a monster’s level Tonberry (A) 
Kamikaze | Damage one enemy before being KO'ed Cactuar (B) 
Devour | Eat a monster Eden (A) 
Al n en 
bitins escription ee Dy h GH 
HP+20% Raises character’s Hit Points by 20% Brothers (A), Diablos (C), 
{_Carbuncle (C) 
HP+40% Raises character’s Hit Points by 40% Brothers (B), Diablos (C), 
Carbuncle (C) 
HP+80% Raises characters Hit Points by 80% Brothers (C), Diablos (C) 
Str+20% Raises character's Strength by 20% Ifrit (B), Pandemona (B) 
Stre40% Raises character’s Strength by 40% Ifrit (C), Pandemona (C) 
Str+60% Raises characters Strength by 60% Bahamut (A) 
Vit+20% Raises character’s Vitality by 20% Shiva (C), Carbuncle (B) 
Vit+40% Raises character’ Vitality by 40% Shiva (C), Carbuncle (C) 
Vit+60%* | Raises character's Vitality by 60% T= 
Mag+20% | Raises character's Magic by 20% | _Quetzacot! (B), Siren (B), Diablos (B) 
Mag+40% Raises character's Magic by 40% Quetzacot! (C), Siren (C), Diablos (C) 
Mag+60% Raises character's Magic by 60% Bahamut (A) 
Spr+20% Raises character's Spirit by 20% Quetzacotl (C), Leviathan (B), 
Alexander (B) 
Spr+40% Raises character’s Spirit by 40% Shiva (C), Leviathan (C), 
Alexander (C) 
Spr+60%* Raises character’s Spirit by 60% Eel 
Spd+20% Raises character’s Speed by 20% Pandemona (C), Cerberus (C) 
Spd+40% Raises character’s Speed by 40% Pandemona (C), Cerberus (C) 
Eva+30% Raises character's Eva by 30% |_Cactuar (C), Tonberry (A) 
Luck+50% Raises character's Luck by 50% |_Cactuar (C), Tonberry (A), Eden (B) 
Mug Changes Attack command to Mug Diablos (B), Bahamut (B) 
Med Data Doubles the effect of medicine Alexander (B) 
Counter Character counterattacks when attacked }_Carbuncle (B) 
Return Damage* | Returns 1/4 of the damage to the enemy = 
Cover Character receives enemy’s attack in place of a 
party member Brothers (B) 
Initiative Enables action as soon as battle begins Pandemona (B), Cactuar (B), 
Tonberry (B) 
Move-HP Up Restores Hit Points by walking |_Bahamut (B), Cactuar (B), 
Tonberry (B) 
HP Bonus. 30% Bonus to HP at level up Brothers (C), Cactuar (A) 
Str Bonus +1 Bonus point to Strength at level up Ifrit (C), Cactuar (A) Á 
Vit Bonus +1 Bonus point to Vitality at level up Carbuncle (C), Cactuar (A) ' 
Mag Bonus +1 Bonus point to Magic at level up Siren (C), Cactuar (A) d 
Spr Bonus | +1 Bonus point to Spirit at level up Leviathan (C), Cactuar (A) | 
Auto-Protect Protect automatically activates in battle Bahamut (B) 1 
Auto-Shell Shell automatically activates in battle |_Doomtrain (B) 
AutorReflect Reflect automatically activates in battle |_Carbuncle (C) 
Auto-Haste Haste automatically activates in battle Cerberus (C) 
Auto-Potion Character automatically uses recovery items in battle Leviathan (B), Cactuar (B), / 
Tonberry (B) \ 
Expendx2-1 | Character only spends | magic while Double is in effect Bahamut (B), Cactuar (C) 
Expendx3-l | Character only spends 1 magic while Triple is in effect Eden (C) 


* means that this ability must be learned by using an item 


zn) Alert | Prevents Back Attacks 

Move-Find Party finds hidden Save and Draw Points |_Siren (B) 
Enc-Half | Reduces number of encounters by half |_Diablos (B) 
Enc-None Prevents encounters |_Diablos (C) 
Rare Item |_Bahamut (B) 


Raises likelihood to find rare items 


Ability [nescrip 


| s) 
SumMag+10% | Raises GF’s attack damage by 10% and learns multiple | Ouetzacot! (B), Shiva (B), Ifrit (B), 
abilities for à cumulative effect Siren (B), Brothers (B), Leviathan (B), 
Pandemona (B), Alexander (B), 
|_Doomtrain (B), Bahamut (B), 
| _Tonberry (B), Eden (B) 
SumMag+20% Í Raises GF's attack damage by 20% Quetzacot! (C), Shiva (C), Ifrit (C), 
Siren (C), Brothers (C), Leviathan (C), 
Pandemona (C), Alexander (C), 
Doomtrain (C), Bahamut (C), 
Tonberry (C), Eden (C) 
SumMag+30% Raises GF's attack damage by 30% Quetzacot! (C), Shiva (C), Ifrit (C), 
Siren (C), Brothers (C), Leviathan (C), 
Pandemona (C), Alexander (C), 
| Doomtrain (C), Tonberry (C), Eden (C) 
SumMag*40% ___ | Raises GF's attack damage by 40% |_Doomtrain (C), Bahamut (C), Eden (C) 
GFHP+10% Raises GF's Hit Points by 10% |_All GFs (B) 
GFHP+20% Raises GF's Hit Points by 20% |_All GFs (C) 
GFHP+30% Raises GF's Hit Points by 30% Ifrit (C), Brothers (C), Diablos (C), 
Carbuncle (C), Leviathan (C), 
Pandemona (C), Cerberus (C), 
Alexander (C), Doomtrain (C), 
Bahamut (C), Cactuar (C), 
Tonberry (C), Eden (C) 
GFHP+40% Raises GF's Hit Points by 40% Doomtrain (C), Bahamut (C), Eden (C) 
Boost Enables player to manually increase GF’s attack power Quetzacoti (B), Shiva (B), Ifrit (B), 
during summoning Siren (B), Brothers (B), Leviathan (B), 
Pandemona (B), Alexander (B), 
Doomtrain (B), Bahamut (B), 
| Tonberry (B), Eden (B) 
[ Learned 
Junctions magic to Hit Points Quetzactol (B), Ifrit (B), Brothers (A), 
| Diablos (B), Carbuncle (B) 
| Junctions magic to Strength [Shiva (B), Ifrit (A), Brothers (B), 
{_Pandemona (A), Cerberus (A) 
Vit-J ‘Junctions magic to Vitality Quetzacot! (B), Shiva (B), 
Carbuncle (A) 
Mag-J Junctions magic to Magic Quetzacot! (A), Siren (A), Diablos (A), 
Carbuncle (B), Leviathan (B), 
Cerberus (B) 
Spr-J Junctions magic to Spirit Shiva (A), Brothers (B), Leviathan 
| (A), Cerberus (B), Alexander (A), 
Eden (A) 
Spd-J Junctions magic to Speed |_Pandemona (B), Cerberus (B), 
Cactuar (B), Eden (A) 
Eva) [_Junctions magic to Eva Cactuar (B), Eden (A) 


HitJ Junctions magic to Hit Diablos (B), Cerberus (A), 
| Cactuar (B), Eden (A) 

Luck) |_Junctions magic to Luck |_Cactuar (B) 

Elem-Atk-J Junctions magic to Elemental Attack Quetzacot! (C), Shiva (C), Ifrit (C), 
Brothers (C), Leviathan (C), 
Pandemona (A), Cerberus (C), 
Alexander (B), Doomtrain (A) 

ST-Atk-J | Junctions magic to Status Attack | Siren (C), Carbuncle (C), Cerberus 

|_(C), Doomtrain (A) 

Elem-Def-J | Junctions magic to Elemental Defense Quetzacotl (C), Shiva (C), Ifrit (B), 
Brothers (C), Pandemona (A) 

Elem-Defx2 Í Junctions 2 x magic to Elemental Defense Quetzacotl (C), Shiva (C), Ifrit (C), 
Leviathan (B), Pandemona (B), 

| Alexander (A) 

Elem-Defx4 Junctions 4 x magic to Elemental Defense Alexander (B), Doomtrain (B) 

ST-Def-J Junctions magic to Status Defense Siren (A), Carbuncle (B), Cerberus (C) 

ST-Def-Jx2 Junctions 2 x magic to Status Defense |_Siren (B), Carbuncie (C), Cerberus (C) 

ST-Def-Jx4 Junctions 4 x magic to Status Defense |_ Cerberus (C), Doomtrain (B) 

Abilityx3 Enables character to choose 3 Character and/or Diablos (A), Carbuncle (A), 

Party Abilities |_Alexander (A), Cerberus (A) 
Ability4 | Enabies character to choose 4 Character Bahamut (A) 


and/or Party Abilities 
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trol of Ragnarok on Disc 3 you can land nearly 


everywhere on the world map. Make use of this 
B to visit Cactuar Island (to the east of Esthar's 


E Haggle Receive discounts at shops Tonberry (B) | Kashkabald Desert) and gain not only GF Cactuar 
Sell-High Sell high at shops Tonberry (C) B (see ”GF” section above) but also an incredible 
Familiar Have a greater likelihood of finding rare items at shops Tonberry (B) amount of AP in easy fights. The island is popula- 
Call Shop Call shops from the menu screen Tonberry (C) | ted solely by little running cactus men that usual- 
Junk Shop Call a junk shop from the menu screen Doomtrain (A) ly appear ín groups of 2-4 (Screenshots 7 and) 
T Mag-RF Refine Lightning/Wind magic from an item Quetzacot! (B) 8). While some of those speedy creatures are 
1 Mag-RF | Refine Water/ice magic from an item }_Shiva (C) | sure to escape El Ae a 
FMag-RF [ Refine Fire magic from an item Ifrit (B) Úbefore the battle | 
LMag-RF Refine Life/Recovery magic from an item | Siren (B) is over you will 
Time Mag-RF Refine Time/Space magic from an item [_Diablos (B) gain zo AP for 
ST Mag-RF |_Refine Status magic from an item Diablos (B) MM each cactuar vou 
Supt Mag-RF Refine Support magic from an item Leviathan (B) d 
2 5 3 5 d 5 have managed to 
Forbid Mag-RF Refine Forbidden magic from an item Doomtrain (B), Bahamut (A) hit (even if it esca- 
Recov Med-RF Refine Recovery medicine from an item Carbuncle (C) 
ST Med-RF Refine Status Recovery Medicine from an item Siren (B) pes before the end : 
Ammo-RF Refine Ammunition from an item Ifrit B) of the fih). Wille gour characters wil only gain 
Tool-RF Refine Tools from an item Siren (B) a minimum of reneensmor 8 
Forbid Med-RF Refine Forbidden Medicine from an item Doomtrain (B) Experience, YOUr a 
GFRecov Med-RF_| Refine Recovery Medicine for GF from an item Leviathan (C) GFS will learn new 
GFADI Med-RF Refine Ability Learning Medicine for GFs from anitem _| Eden (B) abilities in no time 
Mid Mag-RF Refine Mid Level magic from other magic Quetzacot! (C) at all, 
High Mag-RF Refine High Level magic from other magic Alexander (B) 
Med LV Up Level up medicine Alexander (C) 
Card Mod Refine items from cards Quetzacot! (C) 


Abilities with a cumulative effect 


Most GF Abilities have a cumulative effect. If à GF has learned SumMag+20% 


is valid for the GFHP+x% abilities. While they seem to clutter up a GF's ability 


, these add up to an actual effect of SumMag*60%. The same 


inventory the GF's respective statistics will decrease if these abilities are dele- charact E hem less dependent on a junctio- 


ted by 


making the GF forget them. Character Abilities that immediately enhan- ned al ity. bonuses will only give a particular 


ce a party member's statistics, such as "HP+40%” or “Vit+20%'' are cumula- 8 parame! a point when the character gains a level, 
tive, too. If a character junctions ”HP+20%” and “HP+40%" the effect will add remember that your characters can grow up to level 100. It's à 


up to ”HP+60%'"', big adventure and your party has a lot of time to evolve. 
Sier While there is à certain pool ofsabilities df ® 
Rare abilities _ most orscaniearn, veep nere PPO nan 


as Move-Find (Screenshots 9 and 10) or Med Lv Up) that only one 
or two GFs can learn, Once you have improved your characters’ 
basic statistics make sure to let your GFs learn these rare abilities, 
Some of them can only be learned after others have been mastered 
and/or forgotten. Buy a supply of Amnesia Greens from the pet 


shops 


menting with forgetting abilities. 
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on the more exotic ones {such 


in Timber or Esthar City and save your game before experi- 


EEE 
SOME OF THESE ABILITIES ARE ESPECIALLY USEFUL IN BATTLES 


INITIATIVE > Lets a character begin battle with a full ATB gauge (see “Battle” section in the “How to Play” chapter). He or she can act 
immediately, even when back attacked. Distribute the three GFs with this ability among your party members. 

AUTO-HASTE, AUTO-REFLECT, AUTO-PROTECT> Distribute your GFs so that each character has one of these for defense or 
for gaining turns more often. These abilities will not use up your characters’ magic! 

MUG » Changes the character’s Attack command to Mug. While attacking, this character will try to steal an item from the target. This might 
not be the item the monster would usually drop after battle. 

LV-DOWN > Lowers the monsters level by half. This can be useful if you have to fight several hard battles in a series but decreases the 
experience points gained during battle. LV Down does not work on boss monsters. 

EXPEND X 2-1, EXPEND X 3-1 > Useful when you are relying heavily on magic. The character only spends one “copy” of the magic 
when using Double or Triple. 


nnn 
ABILITIES TO BE USED WITH CAUTION 


MAD RUSH > It may be tempting to activate Protect and Haste without using up your magic. Do remember, however, that Berserk is also 
used. Since you lose control over a character that has gone berserk battles might not take the course you intend them to. 
AUTO-POTION > While this ability relieves you of the immediate responsibility for keeping an eye on a character's HP it can deplete 
your medicine stocks at an alarming pace. Manual control over the items or magic to be used for healing might be more advisable. 
AUTO-REFLECT > Since this ability protects a target from magic effects you will not be able to magically heal or revive this character 
during battle. 


Quetzacot! 


kinds of magic, 
the opposing 


Ifrit 


Brothers 


Siren 


Cerberus 


Pandemona 
__doomtrain 


Diablos 


> Do not make a GF forget a basic GF Ability whose upgrade Is not yet 
visible in grey. For example, deleting “SumMagel0% before 
“"SumMag+20%” is learned will prevent the second ability from appea- 
ring in the list. This means that the GF will no longer have a chance to 
learn "SumMag+20%” or “SumMag+30%'. Also, these abilities are 
cumulative. So, after gaining “SumMag+30%', if you remove 
“SumMag+10%'”, the total GF SumMag ability is now 50% and not its 
potential 60%. 


> There are a few Junction Abilities that can be safely forgotten once the 
upgrade has been learned. This is because they have no cumulative 
effect. Once "Elem-Defx2” has been learned by a GF, you can safely dele- 
te its ability "Elem-Def-J”. “Elem-Defx4” is superior to both of the 
other abilities, so you can make your GF forget them. The same is valid 
for the series "ST-Def-J”, "ST-Def-Jx2"' and “ST-Def-Jx4'. Each upgrade 
makes the previous ability redundant. 

> Every GF you gain has already learned the four basic Command Abilities 
“Magic”, “Draw”, "GF" and "Item'’. You will not need all of your GFs to 
keep them. If you carefully plan how to distribute your GFs you can leave 
several GFs per character with these abilities and have the others forget 
them in order to free a few slots in their ability list. 


m “Boost” is a GF ability that is learned 
Boosting GFS quickly (it only takes 10 AP). It increases 
the strength of a GF's attack. During the 
summoning animation, keep the SELECT button pressed. This will cause the 
characters’ or GFs' statistics and ATB gauges in the bottom right-hand cor- 
ner of the screen to disappear. They will be replaced by a finger pointing at 
a square button. When you see this finger, keep pressing the square button 
on the screen but stop as soon as you see a red “X” appearing in front of 
the finger (Screenshot 11). Wait until the cross vanishes before pressing 
the square button again. This way, you can increase the force of the GF's 
attack from an initial 75 to a maximum of 255, if yor fast and observant 
enough. Pressing the square button while the red "X” is on the screen will 
set the counter back to 75. 


E z 5 Bearing in 

Sample distribution of GFS_ nino tie ve 

cial abilities 

and tolerances among GFs described above, here are two examples of how 
to distribute them among your party: 


ORNE This distribution gives 


Cactuar 


Dld Ouetzacot| Shiva El ZA average of 
Leviathan Brothers Leviathan Carbuncle | can junction winitiative” 
ee ie Dlalkes Sien __\/__Cactuar__ | 40 pe able to act as soon 
Eden Tonberry Pandemona Cerberus | as battle begins. 
Bahamut Alexander __ || Doomtrain 
Eden 


In Final Fantasy VIN, magic serves multiple purposes. 
You can use it to … 


[md attack opponents (Screenshots 1 and 2) and restore or heal 


characters in battle 
[ml restore or heal characters outside battle 
[sl enhance your characters’ statistics 


Each character can store up to 100”copies” each of 32 different kinds of magic. 
There is a total of 50 kinds of magic in the game so you will have to choose which 
magic is the most useful for your characters. Magic is not learned but acquired: 
You can 

WM draw it from monsters during battle 

obtain it from Draw Points on the world map or at other locations 
such as settlements 


[ad refine it from items 
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junction 


DRAWINGIS SIMPLE Make sure each character has junctioned a GF with the ability “Draw”. 
Junction this ability to each character in the Junction sub-menu. Now each member of your party can 
“draw” magic. During fights, the battle menu gives you this option each time it is a character’s turn to act. 
Most monsters have several kinds of magic. Choose one magic to draw and decide whether you want to stock 
Ît (Screenshot 3) or use it immediately. Depending on the character's statistics the draw might not always 
be successful. On your travels you will often see sparkling little fountains of magic called Draw Points 
(Screenshots 4 and 5). Each of these carries a supply of a certain kind of magic. Approach the Draw Point 
and press the @ button to activate it. Now you can choose which cha- 

racter you would like to draw the magic. Some Draw Points are hidden [se SHOT 4 
from view but can be found if one of your characters junctions the abili- 
ty “Move-Find”' or if you examine the correct spot. Move around coasts, 
islands and any landscape feature that attracks your attention - there is 
some likelihood that you will discover a hidden Draw Point. The higher a 
character's Mag” parameter the more magic of a kind he or she can 
draw from an opponent or a Draw Point. A character can only draw up 
to 9 of a magic from an enemy at each turn. 


can then be used by the party without having to be junctioned. Simply access the “Ability” sub-menu, choose the required ability and use it on an 


REFINING B > Refining is another process that requires GFs. There are various refining abilities that can be learned by your GFS. These abilities 


item or magic in your possession that you would like to refine. Basically, you can refine items of all kinds into magic or into more valuable items. 
You can also refine magic into other, more powerful magic. Sometimes you can refine items or magic in more than one step to gain something par- 
ticularly valuable. The refining abilities are listed in the “'Abilities” section of this chapter. You will find a list of refinable items and magic in the 
“Items” chapter. tip 


USING MAGIC | 3 8 7 Re in disca Ü 
/MAGIC SUBMENU) » Each time you use magic from your stock this magic will be deple- ke le 


ted by 1. Choose the “Magic” command to use magic during battle. If you would like to use magic outside of battle 
select the “Magic” option from the main menu. Not all kinds of magic are available outside of battle. In this sub- Khan en | 
menu you can also exchange magic between characters (also between characters that are not currently in your submenu, point the hand sumbol at 
party) and rearrange it at your leisure. the magic vou wish to discard 


and press the W button. 


STATUS CHANGES B > Some kinds of attack do not only cause physical damage, resulting in an —- 
immediate loss of HP. Instead (or in addition to this), they inflict status abnormalities on opponents. 
These have a negative impact on the condition of the enemy without necessarily reducing his or her 
HP. Of course, some monsters try to inflict status changes on your characters, too. These can be just 
as bothersome as, say, a bad cold … or worse. However, there are also positive status changes that 
help your party in battle. Status changes that your party can cause with magic are listed below. The 
name of a status change is usually identical to that of the magic causing it. A detailed list of status 
changes is in the “How to Play” chapter. 


Death, Póison” (Bio), Petrify (Break), Darkness 


Status abnormalities (Blind) (Screenshot 7), Silence, Zombie (Screen- 
caused by magic rt Berserk, Slow, Stop, Confuse, VIT O 


Helpful status changes 
caused by-magic 


Haste (Screenshot 9), | 
Float, Regen, Protect 
(Screenshot 10), Shell, 
Reflect, Aura, Double, 
Triple 


The magic listed above is introduced in greater detail in the following 
tables. There are additional positive and negative status alterations 
caused by items or special commands, Some status abnormalities cannot be inflicted by your party. 

You will find a detailed explanation of all status changes in the Battle” section of the “How to Play” chapter. 


Paot 
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pes of. magic: 


CAN BE USED STATUS 
OUTSIDE BELITED CHANGE _ CAN BE 


Restores a small amount of HP 


CAN BE 
OEPENDED REFINABLE FROM WHICH ITEM(S) 
(EXAMPLES) 


OFBATILE _ ELEMENT CAUSED** REFELECTED AGAINST _ 


Restores à greater amount of HP 


Magic Stone (1> 5), 
Healing Water (1> 20) 


Restores a large amount of HP 


Wizard Stone (1> 5), Tent (1> 10), 
Healing Mail (1 > 20), Whisper (1 > 50) 


Slowly regains HP during battle Regen 


Mesmerize Blade (1> 20) 


Revives from KO or Death Yes 5 (Revive) [Yes 


__|Life Ring (l> 20) 


Revives from KO or Death and restores 
maximum HP Yes = (Revive) [Yes 
Attack power grows but recovery magic and 
items cause damage 2 No ee Zombie _|Yes _ 


Holy Water (1> 2), 
Zombie Powder (1> 20) 


Immediate KO m3 = Death [Yes 


Death Stone ( 
Chef's Knife (1> 30) 


Attacks with holy Tight ray No Holy |- Yes 


Holy Stone (1 > 1), Moon Stone (1> 20) 


CAN BE USED 
OUTSIDE 


STATUS 
RELATED CHANGE _CANBE 


CAN BE 
DEFENDED REFINABLE FROM WHICH ITEM(S) 


OF MAGIC__ EFFECT ON TARGET OF BATTLE __ ELEMENT CAUSED** REFELECTED AGAINST _ (EXAMPLES) 


Explosive attack 


M-Stone Piece (1> 5) 


Fire column attack 


Magic Stone (1> 5), 
Bomb Fragment (1 > 20) 


Mighty, explosive attack 


Wizard Stone (1> 5), Red Fang (1> 20), 
Bomb Spirit (1 > 100) 


th exploding anti-matter IE 


CAN BE USED STATUS 
OUTSIDE RELATED CHANGE CANBE 
OF BATTLE _ ELEMENT 


Attack with icy hail 


Flare Stone (1> 1) 
d 


CAN BE 
DEFENDED REFINABLE FROM WHICH ITEM(S) 


CAUSED**_ REFELECTED AGAINST _ (EXAMPLES) 


M-Stone Piece (1> 5) 


Attack with ice column ee Yes 


Yes Magic Stone (1> 5) 


Freezes target E Yes 


Yes Wizard Stone (1> 5), Arctic Wind (1 > 20) 


Water carries target up and lets it fall 


Fish Fin (1> 20), Water Crystal (1> 50) 


CAN BE USED STATUS 
OUTSIDE RELATED CHANGE CANBE 
OF BATTLE _ ELEMENT 


CAUSED** REFELECTED AGAINST _ (EXAMPLES) 


CAN BE 
DEFENDED REFINABLE FROM WHICH ITEM(S) 


Thunder and lightning attack Yes M-Stone Piece (1> 5) 
Attack with thunder and several Yes Magic Stone (1> 5), Coral 
‘flashes of lightning Ee Fragment (1> 20) 
Attack with thunder and very strong , Yes Yes Wizard Stone (1> 5), 
lightning Dynamo Stone (1> 20) 
Attack with vacuum wave Ü Yes Yes Shear Feather (1> 20) 


Very strong wind attack 


_{Windmin a> 20) 


CAN BE USED STATUS 
NAME OUTSIDE RELATED CHANGE _CANBE 
OF MAGIC EFFECT ON TARGET OFBATILE _ ELEMENT 


Cures most status abnormalities 


CAUSED** REFELECTED 


CAN BE 
DEFENDED REFINABLE FROM WHICH ITEM(S) 
AGAINST _ (EXAMPLES) 


No Remedy (1> 5), Dragon Fang (1> 20), 


ë Med Kit (12100) 
Cures some status abnormalities (Dispels [No No Magic Stone (1> 5), Wizard Stone 
Ted iss magic) __{(1>20), SawBlade(1>20) 
Reduces physical damage received by 1/2 [No Protect [Yes No Protect Stone (1> 1), Turtle Shell 
nnee se EN = __|(1> 30), Giant's Ring (1> 60) 
Reduces magic damage received by 1/2 Shell No Shell Stone (1> 1), Barrier (1 > 40), 
es Rune Armlet (1>40) 
Reflects nearly all magic that Reflect [Yes No Dragon Skin (1 > 20), Glow 
targets a single opponent Curtain (1> 100) 
Draws HP from target and adds them No No Yes Vampire Fang (1> 20) 
to attacker’s HP her 
_{ Limit Break can be used more often Yes No____ [Aura Stone (1> 1), Fury Fragment (> 5)_ 


BEK Of this item will refine into "y” of this magic, e.g. 1 M-Stone Piece will refine into 5 Cures, 
Beelfects listed in brackets remove a status. 


PAGE 
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FINAL PARTES Te TIL 


junction 


CAN BE USED STATUS CAN BE 
NAME OUTSIDE RELATED CHANGE _CANBE DEFENDED REFINABLE FROM WHICH ITEM(S) 
OF MAGIC EFFECT ON TARGET OF BATTLE __ ELEMENT CAUSED** REFELECTED AGAINST ES) 


ATB gauge fills up faster, target gets - 

more turns_ : Aegis Amulet (1 > 
Slows target down, ATB gauge fills M-Stone Piece (T> 5), Spider 
more slowly ij ai} Ë Web(1>20) 

Stops 5 COMM fl = _{Wizard Stone (1> 5) 

Earthquake attack E Dino Bone (1> 20) 

Gravitational attack e Steel Orb (1 > 15), Black Hole (1> 30) 
2 magics 


Rocket Engine (1 
Samantha Soul (1 > 60) 


CAN BE USED STATUS 
OUTSIDE RELATED CHANGE 
BATTLE _ ELEMENT CAUSE! 


CAN BE 
CAN BE DEFENDED REFINABLE FROM WHICH ITEM(S) 
REF! AGAINST _ (EXAMPLES) 


Bio Poisons target Antidote (1 > 1), Wizard Stone (1> 5), 
Venom Fang (1> 20) 
Break Petrifies target Yes No Soft (1> 3), Cockatrice Pinion (1 > 20) _— 
Blind Blinds target - [es [No Exedrops (1» 1), Ochu Tentacle (1> 30) _ 
Silence Disables use of magic od Yes No Echo Screen (1 > 2), M-Stof 
(characters: of GFS and items, too) Piece (1> 5), Silence Powder (1> 20) 


Berserk | Strength increases but commands are . Berserk [Yes No Magic Stone (1> I), Steel Pipe (1> 20) _ 
je disabled; target attacks incessantly m; 5 jj mes 
Sleep __ | Disables comman - Sleep [Yes _[No____ [Sleeping Powder (1> 20) 

Confuse _ | Disables commands, target attacks allies Confuse [Yes No Betrayal Sword (1> 20) 

| and enemies alike de 
Pain Target is inflicted with several status No = Poison, _ [Yes No Curse Spike (1> 20) 


abnormalities Blind, 
5 de et en 2 EES Silence ee en) A 
Meltdown | Reduces defense to 0 No En [uro No stery Liquid (1> 10) E 
PEET 


CAN BE USED STATUS CAN BE 
NAME OUTSIDE RELATED CHANGE CANBE DEFENDED REFINABLE FROM WHICH ITEM(S) 
OF MAGIC__ EFFECT ON TARGET _OF BATTLE _ REFELECTED AGAINST _ (EXAMPLES) 


Meteor Stone 81 > 1), 
Star Fragment (1> 5) 
Pulse Ammo (5 > 

Energy Crystal (1> 3) 


CAN BE USED STATUS CAN BE 
OUTSIDE RELATED CHANGE CANBE DEFENDED REFINABLE FROM WHICH ITEM(S) 
OF BATTLE _ ELEMENT CAUSED** REFELECTED AGAINST _ (EXAMPLES) 


Analyses an opponent's strength and 


characteristics 


** effects listed in brackets removea Status, 


Refining magic from other magic 


MAGIC GAINED USING MENU ABILITY MAGIC GAINED USING MENU ABILITY HIGH 
MID MAG-RF (GAINING MID-LEVEL MAGIC FROM { MAG-RF (GAINING HIGHER-LEVEL MAGIC FROM 
LOWER LEVEL MAGIC) MID-LEVEL MAGIC) 


5 Fires Fira Firas Firaga 

5 __{Thunders Thundara Thundaras Thundaga 
5 _ {Blizzards Blizzara Blizzaras Blizzaga 
5 


Cures Cura 


Curas Curaga 
Aeros Tornado 
Doubles Triple 


[FINAL FANTES Te HI 


TEI - nl f In Final Fantasy VIII, there are 8 
Eementat atttn | |, elements with related magic and 
GFs (Screenshot 11). Aslong as you | 
have junctioned an Elem Atk or Def Ability, by junctioning the magic best suited to your GFs you can con- 
siderably increase the party's attack and defense statistics, This also helps you develop resistance to 
certain elemental attacks over 
ee | timefsereenshotsteandi3) 
om 3 | The 8 elements are re-presen- 
| 
| 
Í 


ted by the GFs and related to 
the magie listed below. 
Poisonrrelated magic is the 
only elementäl magie to inflict 
status abnormalities: 


ve 


THUNDER 


geta 23 Ie: 


POISON 
_Doomtrain 


IOLY 


Alexander 


5 


ER: 


Brothers 
Quake 


m7 3 - Junctioning à character’s magic with his or her various stati- 
June tioning magic stics leads to different results depending on the type of 
magic. The more “copies of one magic a character has 


stocked, the greater the influence of this magic on his or her parameters (Screenshots 14 and 15). These 3 
are the five best kinds of magic for each parameter, 1 beïng the most influential. Remember that you can her 5 
only junction one kind of magic to one parameter, not to several parameters. | & 


HP STR | VIT MAG SPR EVA HIT LUCK 


Ultima Ultima Ultima Ultima Ultima Ultima _ Triple Ultima 
Fulllife Meteor Fulllife Triple Full-life Triple Ultima Aura 

Meteor Aura Meltdown Pain Reflect Tornado Aura Pain in 
Holy Triple _ Regen Meteor Curaga Meteor _ Double Death 
Aura Flare Curaga Holy Regen, Dispel Stop Meteor Triple 


JUNCTION 


Ultima is by far the most potent magic to affect your statistics. As you can only gain it comparatively late 
in the game, here are some alternatives: 
Stock up on Cura, Curaga and Regen from the outset. 
Triple can be drawn from one of the monsters at the end of CD 2. Until then refine Tornado from 
Aero (magic) or Windmills (item), using the abilities L-Mag-RF or High Mag-RF. 
Curaga is easy to obtain. You can also refine Meltdown from Mystery Fluids gained by refining 
Gayla cards. Use the abilities Card Mod and ST Mag-RF. 
Before finding Triple and Pain you can stock up on Tornado and Quake. 
Reflect can be drawn from Wedge at Galbadia's D-District Prison. Curaga and Dispel should be 
easier to find early on. 
Of time-related magic, Haste and Slow can be gained early in the adventure. Later on, Triple is 
very valuable. 
Junction Haste or Slow until you can draw Stop. 
Triple is by far the most effective magic. Don't waste Ultima on this parameter. 
Surprisingly, Death is quite useful. It can be drawn at an early stage. 


rr E Er 1 Generally, junctioned magic should be kept rather than used since decreasing the 
Using un mwmnctoned ma ge amount of One kind of magic will also decrease the character's parameter in que- 
B stion. When in need, however, you can use between 1 and 5 copies’ of a magic befo- 

re your parameter is adversely affected. Take the time to replenish your stocks afterwards. 54 


While manually junctioning magic to a character's parameters is the 
best way of learning how the various factors are related, you might not 
always wish to take the time. In this case, use the Auto option-in the 
The game will automatically choose the best magic available for one of three priorities: 
attack, magic or defense (Screenshots 16, 17 and 18). Depending on 
which of the three you choose the following statistics will-be enhanced as 
far as possible. The 
parameter listed in 
1 will be given hig- 
hest priority, the 
3 parameter in 9 the 
— a 


1 2 ESE 
Str Spd Eva 
Mag Spd HP 
HP Vit ___ Spr 


ve strength during the adventure. When you visit known locations at later stages you will find that the local mon- 


her level magic. This way, while some early monsters will be easier to 
fight, many opponents will remain a challenge throughout the game. 
Monsters 
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monsters # 
On their quest, Squall and his friends 
M 0 n Sie r G (Il e r will travel through many different 
regions, which are home to a wide 


variety of hostile creatures. They 
will meet Human, mechanical and exotic breeds of animalapponents. Some are 
more feapsame than others, but they wilt allda their hest to stop the party's 
advance Monster cards 


White there might be occasions where a hasty retreat iS in order, you will find Monsters occasionally leave 
that they are few and far between. Some timed events leave scant room cards behind when you defeat them. Also, 


for battle or you could even encounter a seemingl opponent. Some set encounters reward you with cards 

Indeed, most battles prove a valuable experience. mn draw magic and (some of which are rare). However, this only makes 

gain items from monsters, hone your fighting skills and find out which kinds /or a rudimentary collection. If you have the Card 
of attack are most effective in speeifie situations. Command Abilty and would like to complete your $ 


Also, battles provide the only possibility of letting collection without challenging the world's players, 
your characters and GFS gain experience levels and, search /or the monster in its habitat. Try putting it 
in the case of GFs, ability points, These AP allowthem . (0 sleep and have your character use the Card £S 
to learn new abilities as explained in the “Junction” command. With luck, the monster will 
chapter. Do not be disappointed if some battlesvare not _ iransform into the card named after it. 
rewarded with experience or ability points. They usually _ (See “Cards” chapter) 

are an indication that you have just defeated a boss monster! 


Your characters and GFs are not the only ones to build up impressi- 


sters have increased in levels, too. They will have more HP, stronger attacks and, possibly, hig- 


S referred to as "lower level” in this guide are on levels ei a 
119, “Mid-level” monsters have levels 20-29. Opponents on Specific items mé 
level 30 and above are considered “higher level”, At advanced levels you might 


WAE need a specific item, maybe for weapons up- 
aomenencounters are set While others are random.’ ‚rages. Search {or the opponent known lo possess 
you will find certain kinds of monsters in speci- 


À k Ît and scan him. If the monster has evolved to a high- n 
The tables introduce monsters in the approxima- op (pvel it might no longer have hat particular kind of Weg 


rin which you will meet them. While the following gem, In (his case junction the Command Ability "LV 
we a good indication of what to expect where, they poyn” 10 one of vour characters and use it on the 
no means exhaustive, This is, after all, agame of monster: This increases the chance of the opponent’s 
tion, and we don't want to spoil your fun. carrying the item you need. — Of course, you can 
also try to "LW Up” a monster. Just bear in 


How {0 rend mind that it will become proportionately 


harder to battle against the mon- 


the monster tables "tu 


NAME Name of the monster 


Which area(s) it is found in @ AP+ means that after successfully fighting the | 
monster your GFS are rewarded with a fair amount of 
Gives an indication of the monster’s hit point ability points (usually around 10-20 AP). AP++ indicates 
range. The figures are only approximate values P*%) a considerable gain in ability points (usually 21+ AP). 


since the assigned HP vary. 


Which elemental attacks the opponent is particularly weak against and which ones it resists 
8 effortlessly. Some monsters have no apparent weakness. 


Indicates that this is a set encounter. \_ BOSS, GF Indicates that this is a set encounter with à 

If you can draw a GF from the oppo- GF. If you defeat the GF, it will be at your par- 
nent, this is indicated by the addition “holds GF”. ty’s disposal from this point on. Not all GFs can be junctioned, how- / 
You will find the GF's name in bold print in the tables. ever. Some will choose to appear randomly (see “Junction” chapter). 
Also, your junctionable GFs HP will be different to the amount of HP 
they had in their incarnation as monsters. 


0OBTAINABLE MAGIC AND ITEMS: 
[_Macic KONT IV LN Every opponent you encounter will have at least one kind of magic your characters can steal by using the Draw 
command. On middle and higher levels, a monster might have other, additional or higher level magic. 
ITEMS DROPPED AFT! Most monsters will randomly drop one or several items after you have won the battle against them. 
E zag ENOATIES On middle and higher levels, a monster might have other, additional or higher level items. 


Using the Command Ability Mug, your character will attempt to steal an item or several of its kind while 
[TENS TO BE STOLEN attacking the opponent. These aren't necessarily the items a monster would drop. N.B.: The items most likely 
to be obtained are mentioned first, those least likely to be obtained are mentioned last in each entry. 


Description: 


[ NAME 
Bite Bug 
These pesky blue insects are one of the first monster 


A types you will encounter. They flit around Balamb 
ou, el Island and use Poison as well as Berserk attacks. 
k Although they are easy to overwhelm with physical 
attacks you should stock up on healing items such as 
meh ATTACKS Antidote and Remedies. 


BTAIN ABLE MAGIC AND ITEMS: 
[Evens JE NAGIC TO BE DRAWN [:ATEMS DROPPED AFTER BATTLE fo UEMS TD BE STOLEN 


Ha Fire, Scan M-Stone Piece M-Stone Piece 
20-29 Fira, Scan M-Stone Piece, Magic Stone Magic Stone 
30-100 Firaga, Scan Wizard Stone Wizard Stone 


Description: 


IA [ NAME 
Glacial Eye 
A flying monster capable of neutralising and using Ice 


R attacks, It is weak against fire. When defeat is near a 
5 ren > Alcauld Plains Glacial Eye will attempt to suck HP off its enemies. It 
also likes to petrify its opponents, This monster is use- 
ful for stocking up on healing magic. 
mee ATTACKS 


0 B TAM N ABLE MAGIC AND ITEMS: 
kj plees [MAGIE TO BE DRAWN me JTEMS DROPPED AFTER BATTLE [EERS TO BE STOLEN 


HI Blizzard, Cure, Scan M-Stone Piece, Vampire Fang, Arctic Wind Vampire Fang, Arctic Wind 
20-29 Blizzara, Cura, Scan Vampire Fang, North Wind, Arctic Wind Vampire Fang, North Wind 
30-100 Blizzaga, Curaga, Scan Vampire Fang, North Wind Vampire Fang, North Wind 


| Caterchipillar 


its opponents in a sticky web of varying effect. 
k ane ee Depending on the Caterchipillar level, members of 
Ì your party might be slowed down (levels 20-29) or 
stopped in their tracks (level 30+). These larvae also 
ee ATTACKS direct Berserk attacks against their opponents. 


Description: 
This grotesque larva lacks strength but likes to embed Tr 


0 BT AIN ABLE MAGIC AND ITEMS: 
ln el TO BE DRAWN perikns DROPPED AFTER BATTLE mallie TO BE STOLEN 


Hg Thunder, Cure Spider Web, M-Stone Piece Spider Web 
20-29 Thundara, Cura, Slow Spider Web, Magic Stone Spider Web 
30-100 Thundaga, Curaga, Slow, Stop Spider Web, Wizard Stone Spider Web 


pe 


Description: 
This fiery red fish often appears in groups of three. 


5 5 B This smaller version of Fastitocalon is concealed by 
ere sand at the beginning of the battle, letting only its fin 


show. During this stage its spirit and vitality are great- 
Iy enhanced. After receiving damage it leaps into the 
ELEMENTAL ATTACKS air and is no longer weak against Earth magic. 
Thunder, however, remains useful against this sand- 
ish. 


N ABLE MAGIC AND ITEMS: 
alas TO BE DRAWN ele, DROPPED AFTER BATTLE 


Blizzard, Sleep, Scan Fish Fin Fish Fin 
Blizzara, Sleep, Scan Fish Fin, Water Crystal Fish Fin 
Blizzaga, Scan, Water Fish Fin, Water Crystal Fish Fin 


ME 


Description: 
This fearsome dinosaur possesses incredible strength 
and vitality. T-Rexaur is easily the strongest monster 
in the Balamb area. 

Don't cross its path before your party is hardy enough 
to survive the battle. Ice attacks and the Command 
Ability Death Sentence work well. 

Try putting T-Rexaur to sleep; it will make the 

battle easier. Blind also tends to work well. 


» Balamb Garden > Training Center 
« Balamb > Alcauld Plains 


AND ITEMS: 


zl TEMS DROPPED AFTER BATTLE 


Fire, Thunder Dino Bone, M-Stone Piece, Magic Stone Dino Bone 
Fira, Thundara Dino Bone, Dragon Fang Dino Bone 
Firaga, Thundaga, Quake Dino Bone, Star Fragment Dino Bone 


Description: 
A bat that loves moist places, this flying monster is 
ke " not difficult to defeat. However, be wary of its attacks: 
bree Red bats ike to drain their victims” HP and use sonic 
attacks to confuse them or put them to sleep. 
You can cause extra damage when attacking these 
creatures with the Wind element. 


AND ITEMS; 
Fz ITEMS DROPPED AFTER BATTLE 


Thunder, Scan M-Stone Piece, Vampire Fang Vampire Fang 
Thundara, Scan, Drain Magic Stone, Vampire Fang Vampire Fang 
Thundaga, Scan, Drain Wizard Stone, Vampire Fang Vampire Fang 


Description: 
A floating Fire monster that inflates during battle at 
levels 20 and above. When it has reached twice its ori- 
k ne Es À ginal size, a Bomb will explode in a suicide attack and 
Lab Work one is likely to knock out one of your party in the process. 
= The higher the Bomb's level, the greater the damage 
caused by its suicide attack. Try to defeat the Bomb 
before it resorts to this physical attack. 


AND ITEMS: 


M-Stone Piece, Bomb Fragment Bomb Fragment 
Fire, Fira Bomb Fragment, Magic Stone Bomb Fragment 
Fire, Fira, Firaga, Meltdown Bomb Fragment Bomb Fragment, Bomb Spirit 


Description: 
Buels are magic-resistant but easily hurt with physical 
attacks. From about level 20 on this graphically 
impressive monster uses Death. Still, it is an easy 
opponent and useful for stocking up on the various 
levels of fire, wind and ice magic. 


AND ITEM S 


EMS DROPPED AFTER BATT! 


Fire, Thunder, Blizzard M-Stone Piece M-Stone Piece 
Fira, Thundara, Blizzara Magic Stone Magic Stone, Circlet 
Firaga, Blizzaga, Thundaga Wizard Stone Wizard Stone, Circlet 
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Your first boss encounter. Defeat Ifrit within the cho- 
sen time limit to gain him as a summonable GF and 
pass your practical SeeD exam. Ifrit is not overwhel- 
mingly strong and is best attacked with the Ice ele- 
ment. If you heal your characters when necessary you 
es ATTACKS should have no problem with this battle. 


G-Returner 


NAME 
Galbadian Soldier 
You will encounter several of his kind on the Dollet 


N mission, your first job as à SeeD. Galbadians are cou- 
2 es > Mountain Hideout rageous soldiers but no match for trained SeeDs. Use 
badia > Missile Base the short battles to draw healing and elemental magic. 


ete ATTACKS 


N ABLE MAGIC AND ITEMS: 
[_ ITEMS TO BE STOLEN 


Fire, Thunder, Blizzard, Cure Potion, Normal Ammo, Phoenix Down Potion, Phoenix Down 
Fira, Thundara, Blizzara, Cura Potion, Phoenix Down Potion, Phoenix Down, Hi-Potion 


Firaga, Thundaga, Blizzaga, Curaga | Potion, Phoenix Down Hi-Potion, Phoenix Down 


ee 


FÉihe so Soldier 


MONSTERS 


Stronger than regular soldiers, these Galbadian army 
officers use Aura and Meltdown (when accompanied by 
GIM52A). Silence them immediately or defeat them 
quickly before they can use their devastating magic. 


ABLE MAGIC AND ITEMS: 
IE TEMS DROPPED AFTER BATTLE mo TO BE STOLEN 


Fire, Thunder, Blizzard, Scan Potion, Phoenix Down, Shotgun Ammo, Cottage Tent, Cottage 
Fira, Thundara, Blizzara, Scan Potion, Phoenix Down, Hi-Potion, Cottage Tent, Cottage 
Firaga, Thundaga, Blizzaga, Dispel_ | Potion, Hi-Potion, Cottage Cottage 


Description: 

A lizard which will soon stop being a problem. 
Nonetheless, its particularly painful bites and its 
“Bad Breath”, which slows party members down, 

can be annoying. Geezards are useful for drawing low 
and mid-level healing magic early in the game. 


0 B TAIN ABLE MAGIC AND ITEMS: 
pere TO BE DRAWN 


Thunder, Cure G-Returner, Screws, Healing Water 
Thunder, Cure, Cura Screws, Magic Stone, Healing Water 
Thunder, Cure, Cura Screws, Wizard Stone, Healing Water 


ion: 
A nasty snake-like monster that likes to poison or 
strangle its victims. Concentrate on defeating it quick- 
Iy if you don't have any Antidotes. Luckily, Anacondaur 
is weak against Ice attacks. Try putting it to sleep for 
an easier battle. 


AND ITEMS: 


EMS DROPPED AFTER BATTLE 


Fire, Cure M-Stone Piece, Venom Fang, Dragon Skin Venom Fang 
Fira, Cura Venom Fang, Dragon Skin Venom Fang 
Firaga, Curaga, Bio Dragon Skin, Star Fragment Venom Fang 


| Bic E 
Biggs (st time) Bouria: 


Not a bad sort, Biggs is nonetheless a member of 
Galbadia’s invading army. He will counter any physical 
or magical attack and any attempt to draw his magic. 
If you defeat him, or if a certain amount of time elap- 
ses, Wedge will come to his rescue. If you do not 
defeat him, Biggs’ HP will be fully restored before the 
battle continues. Therefore, you might want to draw 
his magic and resist attacking him until Wedge 

appears. 

CTEMS: 


Description: 

A Galbadian soldier ordered to Dollet's 
Communications Tower. If you defeat Biggs, or if à spe- 
cific amount of time elapses, Wedge will come to help 
his friend. As soon as you defeat either of the two 
Galbadians, Elvoret makes its appearance and the 
battle continues with a new opponent. 


MAGIC AND ITEMS; 


Description: 

Disturbed from its roost on Dollet's Communications 
Tower, Elvoret swoops down on your party and attacks 
everybody with its stormy breath. Remember to heal 
your characters, maybe leaving one character low on 
HP in order to make use of his or her Limit Break 
attack. 

Most importantly, draw GF Siren from this monster! 


0BTAIN ABLE MAGIC AND ITEMS: 
JMA TO BE DRAWN (ns DROPPED AFTER BATTLE nes TO BE STOLEN 


Thunder, Cure, Double, Siren G-Returner 


n Fx 5 
(L_X-ATMog2 bns 
A big, bad mother of a monster. This spider-shaped 
machine, aka Black Widow, is capable of repairing it- 
“ Dollet > Comm Tower self several times over when its HP drop. As it can 
only repair itself a limited number of times it can, 
theoretically, be defeated. However, due to the time 
limit on this event, this is rather unlikely. Black Widow 
will follow your party down into Dollet if you run away. 


E NAME 5 

G rat Description: 
This delicate monster thrives in Balamb Garden's 

4 Training Center. It attempts to poison its opponents, 
Balamb Garden > Training Center out tnem to sieep and drain their HP. Draw its Sleep 
magic and direct it against the monster while having 
another party member stock the spell. Despite their 
et ATTACKS attacks, Grats are no great challenge. 


OBI IN ABLE MAGIC AND ITEMS: 
id [Maele TO BE DRAWN [obEMs DROPPED AFTER BATTLE [ITEMS TO BE STOLEN 


Ho Sleep, Silence Sleep Powder, Silence Powder, Poison Powder Silence Powder 
20-29 Sleep, Silence, Berserk Sleep Powder, Silence Powder, Poison Powder Silence Powder 
30-100 Sleep, Silence, Berserk, Confuse Sleep Powder, Silence Powder, Poison Powder Silence Powder 


[ Granaldo BSS zi 


Description: 
When accompanied by at least one Raldo (see below), 
Ä this prehistoric monster will launch one of two special 
$ ae Training Center attacks, using à Raldo either as a missile or as a club. 
5 While no easy opponent, Granaldo is rather weak 
against Wind attacks. Don't even attempt to use Earth 
met ATTACKS attacks against him. 


r 


IN ABLE MAGIC AND ITEMS: 
[MAGIC TO BE DRAIN [ITEMS DROPPED AFTER BATTLE [ITEMS TO BE STOLEN 


Hg Sleep, Blind, Shell Wizard Stone Wizard Stone 
20-29 Sleep, Blind, Shell Wizard Stone Wizard Stone 
30-100 Sleep, Confuse, Shell, Pain Wizard Stone Wizard Stone 


EN Rarao me: 


î Description: 
Protected by its heavy, natural armour, Raldo can 
cause great damage when swung or flung by Granaldo. 
Arm yourselves with Raldo's Protect and try to defeat 
Granaldo as quickly as possible. At Balamb Garden's 
Training Center, neither monster will exceed approxi- 
| ELEMENTAL ATTACKS mately level 1, 


» Balamb Garden > Training Center 
_» Uitimecia Castle 


0 BT ABLE MAGIC AND ITEMS: 
Elsa Ehh TO BE DRAWN As DROPPED AFTER BATTLE ee TO BE STOLEN 


Ho 
20-29 
30-100 


Fire, Thunder, Protect Wizard Stone Wizard Stone 
Fira, Thundara, Protect Wizard Stone Wizard Stone 
Firaga, Thundaga, Protect Wizard Stone Wizard Stone 


WALKTHE 


TERS 


Ei 
S 
z 


ITEMS 


SECRETS 


INDEX 


eeen ATTACKS 


MAGIC AND 


Cure, Demi G-Returner 
Cura, Demi G-Returner 
Curaga, Demi, Holy Hero 


» Timber Forest (with Laguna) 
* Dollet > Hasberry Plains 


[ ELEMENTAL ATTACKS 


N ABLE MAGIC AND 


d LEVEL |” MAGIC TO BE DRAWN 
Hg Sleep, Scan 


20-29 Sleep, Scan, Silence 
30-100 Sleep, Scan, Silence, Confuse 


| ake President 


* Timber > Presidential Train 


0 BTAIN ABLE MAGIC AND 


LS le TO BE DRAWN 


Hz Cure = 


Ë Gerogero 


* Timber > Presidential Train 


IN ABLE MAGIC AND 


Zombie Powder 


r ITEMS DROPPED AFTER BATTLE 
M-Stone Piece, Sleep Powder 


Magic Stone, Sleep Powder 
Wizard Stone, Sleep Powder 


B ITEMS DROPPED AFTER BATTLE 


Description: 

An extremely tough opponent, even if you rely heavily 
on harmful wind attacks. Diablos defies regular battle 
tactics. If à character runs low on HP, have him or her 
cast Demi on Diablos (don't draw it). This, at least, 
should make for a pleasant surprise. Still, you might 
not want to use the Magical Lamp before your charac- 
ters’ levels are well into their 30s. 


LTEM SS; 


Description: 

A mobile, poisonous mushroom with few HP but potent F 
status magic. Use Protect to decrease the damage its 
laser attack incurs and make sure to defeat Funguar 

first when it appears with other monsters. 


TEM S: 
ia ITEMS TO BE STOLEN 


Sleep Powder 
Sleep Powder 
Sleep Powder 


E 


Description: 

A doppelganger of Galbadia's President Deling with no FE 
remarkable features. After being defeated he will 

morph into Gerogero. You might want to use this 

encounter to stock up on Cure spells for the battle 

against Gerogero. 


VEE MEL 
End TO BE STOLEN 


Description: 

The natural shape of President Deling's doppelganger. m 
Among other status effects, Gerogero's acid attacks 

usually cause blindness and slowness. Draw Esuna 

from this monster and cast it on the afflicted charac- 

ter. Using a life-restoring item (Phoenix Down) or Life 
magic will kill Gerogero instantly. 


STEM Ss 
(Ens DROPPED AFTER BATTLE 


E JTEMS TO BE STOLEN 


Phoenix Down 


0 B TAI 


EN 


0 B TAI 


Thrustaevis 


« Timber > Obe 


* Galbadia > Plains 


ELEMENTAL ATTACKS 


N ABLE MAGIC AND 
Blizzard, Scan, Float 

Blizzara, Aero, Scan, Float 
Blizzaga, Aero, Tornado, Float 


han TE 
TT NAME 


Shear Feather, W 
Shear Feather, Wi 


N ABLE 


Thunder 

Thundara, Break 

Thundara, Break 
NAME 


A Wendiao 


« Timber > Roshfall Forest 
« Galbadia > Missile Base, 
Monterosa Plateau 


Coral Fragment, 


MAGIC AND 


Berserk 
Berserk, Protect 
Berserk, Protect 


» Timber > Roshfall Forest 
* Esthar > Island Closest to Heaven 


BLE MAGIC AND 


TIENS DROPPED AFTER BATTLE 


Silence, Blind 
Silence, Blind, Confuse 
Silence, Blind, Confuse, Pain 


Ochu Tentacle, M: 
Ochu Tentacle, Wi 


ake, Lanker Plains 


Shear Feather, M-’ 


Cockatrice Pinion, Coral Fragment, Dynamo Stone 
Cockatrice Pinion, Dynamo Stone 


Steel Orb, Steel Pipe 
Steel Orb, Steel Pipe, Strength Love 
Steel Orb, Strength Love, Black Hole 


Magic Stone, Ochu Tentacle 


Description: 

This large, four-winged bird lives in Galbadia and uses 
storm attacks when its HP are low. Surprisingly for a 
flying monster, lower-level Thrustaevis is weak against 
Wind attacks, Wind attacks against mid- and higher- 
level Thrustaevis are neutralised or absorbed. 


EEEN SS 
[ITEMS TO BE STOLEN 


Stone Piece, Windmill 
indmill 
findmill 


Shear Feather, Windmill 
Shear Feather, Windmill 
Windmill 


A vicious, earth-bound bird that attacks the entire 
party with Thunder and likes to petrify its opponents 
slowly or with immediate effect, Make sure to have 
items or magic that restore HP as well as those that 
cure status afflictions before exploring this bird's 
habitat. 


Cockatrice Pinion 
Cockatrice Pinion 
Cockatrice Pinion 


Cockatrice Pinion 


Description: 

A muscled monster with swift and dangerous physical 
attacks. Use Protect to decrease the damage it incurs. 
You can draw Protect from Wendigos on levels 20 and 
higher. Status magic is quite useful against this braw- 
ny monster. 


LTE MS: 
EE ITEMS TO BE STOLEN 


Steel Pipe 
Steel Pipe, Strength Love 
Strength Love, Steel Pipe 


Description: 

A mobile carnivorous plant specialised in poisoning 
(from mid-levels on) and slowing down its opponents. 
When attacked with magic, Ochus retaliate by drawing 
magic from the attacker. Fire or Ice elemental attacks 
are most useful against this giant plant, 


ITEMS; 
elkse TO BE STOLEN 


Ochu Tentacle 
Ochu Tentacle 
Ochu Tentacle 


Jagic Stone 
lizard Stone, Force Armlet 
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Description: 

A distant dragon relative that roams woods and uses 
rather strong attacks. You can reduce the damage by 
using Protect and Shell on your characters. Afflict 
Grendel with Sleep or Stop (try junctioning ST-Atk-J 
with Sleep) for an easier battle. You can obtain some 
useful items from this monster. 


ITEMS: 


JTEMS DROPPED AFTER BATTLE [rens TO BE STOLEN 


Fire, Blizzard, Double 
Fira, Blizzara, Double 
Firaga, Blizzaga, Double 


« Timber > Shenand Hill 
» Esthar > Great Salt Lake 


DE ATTACKS 


MAGIC 


Esuna, Haste 
Esuna, Haste 
Esuna, Haste, Bio 


« Timber > Shenand Hill 
» Esthar > Great Salt Lake 


AV ELEMENTAL ATTACKS 


| 


0BTAIN ABLE MAGIC AND 


Blind, Drain 
Blind, Drain, Slow 
Bio, Demi, Quake, Regen 


Dragon Fang, Dragon Fin, Dragon Skin 
Dragon Fin, Dragon Fang, Fury Fragment 
Dragon Fin, Fury Fragment 


M-Stone Piece, Fast Shoes 
Magic Stone, Fast Shoes 
Wizard Stone, Fast Shoes 


M-Stone Piece, Life Ring 
Life Ring, Magic Stone, Regen Ring 
Life Ring, Wizard Stone, Regen Ring 


Dragon Fin 
Dragon Fin 
Dragon Fin, Power Wrist 


Description: 

A malevolent face that pops up from the ground. When FE 
accompanied by Lefty or Righty (see below), Vysage 
attacks with Death Sentence. If one or both of the 

giant hands are absent, the head's attacks cause 

Blind, Silence and Confuse. 


Fast Shoes 
Fast Shoes 
Fast Shoes 


together with Righty, sometimes also with Vysage. It 
likes to steal spells and use various kinds of magic. 
Cast Silence before Lefty draws your precious magic 
or uses various stages of Thunder magic or Slow (on 
low levels), Drain, Stop or Blind (mid-level Lefty), 
Quake, Bio, Meteor, Reflect or Esuna (on higher levels). 
Of the three related monsters, Lefty is the first one 
you should silence. 


TEM S: 


Life Ring 
Life Ring 
Life Ring 


AND 


GEEN: DROPPED AFTER BATTLE 


Shell, Protect 
Shell, Protect 
Shell, Protect 


M-Stone Piece, Rune Armlet 
Magic Stone, Rune Armlet 
Wizard Stone, Rune Armlet 


Description: 

Lefty's partner. The two of them usually appear 
together, sometimes accompanied by Vysage. Since 
Righty relies on physical attacks, it is the easiest of 
the three to defeat. Once Lefty and Vysage are si- 
lenced, you can fight them with physical attacks. 


PEEM SS: 
tems TO BE STOLEN 


Magic Stone 
Wizard Stone 
Rune Armlet 


Description: 


NN NAME 
| Adamantoise 
This rare giant turtle lives on beaches. It is strong of 


spirit and possesses great vitality. Heavily armoured 
5 bieren hd Plains (beach) © Adamantoise wil repeatediy heal its entire group. It 
A also attacks with Blind. This makes for a long battle. 


Lower the monster’s defenses with Meltdown. If Irvine 
is in your party, try using his Limit Break (explained in 
the “How to Play” chapter). 


Blizzard Turtle Shell, Whisper, Orihalcon Whisper 
Blizzara, Shell, Protect Turtle Shell, Orihalcon, Adamantine Whisper 
Blizzaga, Shell, Protect, Reflect Adamantine Orihalcon, Whisper 


Description: 


NAME 5 
| Esthar Soldier 
A follower of sorceress Adel who uses physical as well 


as magical attacks. Watch out for damage caused by 
* Centra > Excavation Site (Laguna) 1 ie 
« Lunatic Pandora Laboratory magical attacks and keep your party's HP high. If you 


remain alert, it should not be a problem to defeat this 
kaoline) opponent. 
ele ATTACKS 


B LE MAGIC AND ITEMS: 
[eMAeIC TO BE DRAWN lies, DROPPED AFTER BATTLE [onee TO BE STOLEN 


Fire, Thunder, Blizzard, Cure Potion, Phoenix Down Potion 
Fira, Thundara, Blizzara, Cura Potion, Phoenix Down Potion 
Firaga, Thundaga, Blizzaga, Curaga | Potion, Hi-Potion, Phoenix Down Hi-Potion 


[ Esthar Soldier are 


A more powerful soldier than his regular comrade, this Kuss 


£ | type uses Death and Demi on higher levels. Thunder 
5 rare ted attacks should cause about twice the normal damage, 
z so use this element against him. Don't forget to watch 
your party's HP. 


MONSTERS 


meh ATTACKS 


0 BTA ABLE MAGIC AND ITEMS: 
lose eed BE DRAWN Fan DROPPED AFTER BATTLE Edd BE STOLEN 


Hg Fire, Thunder, Blizzard Potion, Phoenix Down, Tent, Cottage Phoenix Down 
20-29 Fira, Thundara, Blizzara Potion, Phoenix Down, Tent, Cottage Phoenix Down 
30-100 Firaga, Thundaga, Blizzaga Potion, Hi-Potion, Tent, Cottage Phoenix Down 


ae ME 


\ n Description: 
E- = A nasty mobile weapon from Esthar. Gesper is capable 
= % a > Excavation Site (tz of spiriting away a party member and keeping him or 
) » Lunatic Pandora Laboratory 


her out of the battle until it is over. The abducted cha- 

racter will be in no condition to fight when he or she is 

released. Poison attacks cause about twice the normal 
Een ATTACKS damage. 


OBTAINAÀBLE MAGIC AND ITEMS: 
EA De TO BE DRAWN (Ebel DROPPED AFTER BATTLE Fl TO BE STOLEN 


Ho Shell, Protect Black Hole, M-Stone Piece, Remedy Black Hole 
20-29 Shell, Protect, Float Black Hole, Remedy Black Hole 
30-100 Shell, Protect, Confuse, Float Black Hole, Wizard Stone, Remedy Black Hole 


| Flastoid 


» Centra > Excavation Site (Laguna) 


* Lunatic Pandora Laboratory 
(Laguna) 


5 ELEMENTAL ATTACKS 


N ABLE MAGIC 
TSE TO BE DRAWN 


Dispel 
Dispel, Stop 
Dispel, Stop, Meltdown 


[ Blood Soul 


* Galbadia > Monterosa Plateau 
inhill k Winhill Bluffs 


(ABLE MAGIC 
[MASI TO BE DRAWN 


Zombie, Float 
Zombie, Float, Silence 
Zombie, Float, Silence, Dispel 


[ Belhemel 


hier > nere Plateau, 
allapalooza Canyon, 
Ultimecia Castle 


0BTAIN ABLE MAGIC 
jeLEvELS jeMhee TO BE DRAWN 


Hia Sleep, Thunder 
20-29 Berserk, Thundara 
30-100 Confuse, Thundaga 


M-Stone Piece, Zombie Powder 
Zombie Powder, M-Stone Piece 
Zombie Powder, Magic Stone 


M-Stone Piece, Saw Blade 
Magic Stone, Saw Blade 
Wizard Stone, Saw Blade, Laser Cannon 


Description: 

An interesting creation of Esthar's army. Elastoids try ie 
to stop enemies in their tracks. Mid- and higher-level 
Elastoids often yield Laser Cannons, which allow 

Quistis to learn Homing Laser, a Blue Magic. 


ITEMS: 


[TEMS DROPPED AFTER BATTI 


M-Stone Piece 
Magic Stone, Laser Cannon 
Wizard Stone, Laser Cannon 


Dynamo Stone 
Dynamo Stone 
Laser Cannon 


Description: 

On higher levels, this gas-filled, floating monster aff- 
licts opponents with Zombie and then destroys them 
with healing magic. Holy inflicts about three times the 
normal damage on Blood Souls; Fire causes twice the 
usual damage. 


TE MR-S-: 
del DROPPED AFTER BATTLE 


ls TO BE STOLEN 


Zombie Powder 
Zombie Powder 
Zombie Powder 


Description: 

A vicious bladed opponent who uses physical attacks F 
when laughing and status attacks as well as other 

magic when angry. Belhemel tends to immediately 

counter any attacks directed against it. This monster 

is susceptible to elemental attacks that use Holy. 


TEM S: 
E ITEMS DROPPED AFTER BATTLE 


lais TO BE STOLEN 


Saw Blade 
Saw Blade 
Saw Blade 


ie manen 
Fastitocalondaree) gesn 


» Galbadia > Great Plains (beach), 
Dingo Desert 


= Bee ATTACKS 


0BTAINABLE MAGIC AND 
[_MAeIe TO BE DRAWN 


Blizzard, Sleep, Scan 
Blizzara, Sleep, Scan 
Blizzaga, Scan, Water 


ion: 
The larger cousin of the nimble, smaller Fastitocalon. 
It remains underground with elevated vitality and spi- 
rit, only popping up after being attacked. You can 
shield your characters against Fastitocalon's sand- 
storm attacks by using Protect. Your Earth attacks will 
cause the greatest damage. 


TEM S 


EMS DROPPED AFTER BATT! [es TO BE STOLEN 


Fish Fin, Water Crystal 
Fish Fin, Water Crystal 
Fish Fin, Water Crystal 


Water Crystal 
Water Crystal 
Water Crystal 


Description: 
This distant relative of the armadillo tends to fall over 
when successfully attacked. Draw and use Shell to 
rd > Tomb of the Unknown decrease the damage caused by Armadodo's Quake 
ng attacks or avoid them altogether by casting “Float” 
on your characters. 
EEn ATTACKS 


0BTAIN ABLE MAGIC AND 
[EENS TO BE STOLEN 


Protect M-Stone Piece, Sharp Spike Magic Stone 
Protect, Shell Magic Stone, Sharp Spike, Turtle Shell Magic Stone 
Protect, Shell, vake Turtle Shell, Sharp Spike Magic Stone 


Description: 

A gelatinous monster with varying weaknesses. On low 

6 En levels, Blobra is susceptible to Fire, Ice or Thunder. On 
Fr > Tomb of the Unknown mig-jevels it might also be weak against Earth, Poison 


a or Wind, Higher-level Blobras can be weak against any- 
Balad Garden > MD Level thing. If you use the correct elemental attack (scan 
ELEMENTAL ATTACKS the monster first), you will cause seven times the 

regular damage. The Biobra of Balamb Garden's MD 
Level is always susceptible to fire. 


en MAGIC AND ITEMS; 
ions Ib TO BE DRAWN [EEMS DROPPED AFTER BATTLE TRAERS TO BE STOLEN 


Ha Shell M-Stone Piece, Three Stars M-Stone Piece, Rune Armlet 
20-29 Shell, Blind, Berserk Magic Stone, Rune Armlet Magic Stone, Rune Armlet 
30-100 Shell, Reflect, Blind, Confuse Wizard Stone, Rune Armlet Wizard Stone, Rune Armlet 


ke enen 


Description: 

This undead skeleton can knock out a party member 

zi with a single blow. Try using Sleep or Stop against it. 
Galoadia > Tomb of the UnkNOWN | Ajtnough the probability of success is low, once either 

5 ze > Grandidi Forest attack hits Forbidden, it will make the battle much 


easier for you. 
ee ATTACKS 


0BTAIN ABLE MAGIC AND ITEMS: 


[MAGIC TO BE DRAWN [EMS DROPPED AFTER BATTLE [ITEMS TO BE STOLEN 


HI Zombie Betrayal Sword, Dead Spirit, Zombie Powder Dead Spirit 
20-29 Zombie, Blind, Stop irit, Zombie Powder, Curse Spike Dead Spirit 
30-100 Zombie, Blind, Stop, Death ike, Zombie Powder, Force Armlet Dead Spirit 


NAME EE 
| Sacre d Description: 


This horned boss is the younger brother of the 
g Minotaur guarding the Tomb of the Unknown King. 
hee > Tomb of the Unknown After defeating both brothers, they will become one of 
se your GFS. Sacred is best attacked with Poison and Wind 
and will run from the first battle after losing about 
[TELEMENTAL ATTACKS half of his HP. He is healed by the element Earth while 


standing on the ground. 


EDE) MAENE: MAES AND JJEMN S - 
FE MAGIC TO BE DRAWN 


Shell, Protect, Berserk, Life 
Shell, Protect, Berserk, Life 
Shell, Protect, Berserk, Life 


NAME 


Minotaur EI 


Sacred's elder brother. Don't be fooled by his tiny sta- 


z ture: Minotaur is by far the more dangerous opponent. 
. ve > Tomb of the Unknown svoig their combined attacks by casting Float on your 


nd characters or decrease the damage by using Shell, 
Earth heals Minotaur while he is standing on the 
ground. Once you win this battle the brothers will join 
you as a GF. 


Shell, Protect, Berserk, Double G-Returner 
Shell, Protect, Berserk, Double G-Returner 
Shell, Protect, Berserk, Double G-Returner 


Description: 

A mysterious, highly dangerous shadow creature. 

It is weak against physical attacks but strong in 

spirit and often attacks with the element Thunder. 

Try silencing Creeps if your party's Elem-Def (Thunder) 

is insufficient. Life is valuable magic to be drawn at 
de ATTACKS any level. 


BT AIN ABLE MAGIC AND ITEMS: 
fes TO BE STOLEN 


Thunder, Life M-Stone Piece, Coral Fragment Coral Fragment 
Thundara, Life Curse Spike, Coral Fragment, Dynamo Stone Coral Fragment 
Thundaga, Death, Life Dynamo Stone, Curse Spike Coral Fragment 


Description: 
Evolved from smaller water insects, Grand Mantis pos- 
« Deling City » sewe sesses teel ed andis nt e ree 
rather harmful blows at its opponents. It also tries to 
centra» Strengeti Pains silence your party. Ice and Thunder attacks both cause 
about double damage but remember, if you choose 
TT ELEMENTAL ATTACKS this course of action, be prepared for a longer battle. 


0 BTA INA B LE MAGIC AND ITEMS: 
MAGIC TO BE DRAWN [Elon DROPPED AFTER BATTLE 


Water, Esuna Sharp Spike, Curse Spike, Water Crystal Sharp Spike 
Water, Esuna Sharp Spike, Curse Spike, Water Crystal Sharp Spike 
Water, Esuna, Life Sharp Spike, Water Crystal Sharp Spike 


Description: 

A statue on Deling City's Gateway brought to life by 
‘Sorceress Edea. From the outset, it will be protected 
by Reflect until you manage to draw GF Carbuncle. 
Iguion will try to slowly petrify your characters. 

The element Holy works best against this monster. 


mn ATTACKS 


G-Returner 


met ATTACKS 


MAGIC AND 


Fire, Cure, Life 
Fira, Cura, Life 


NAME 
Ë Edea Gst time) 
« Deling City > EE 


LEMENTAL ATTACKS 


0BTAIN ABLE MAGIC AND 


Description: 

Squalls eternal rival will cross your path several times E 
throughout your adventure. Don't forget to junction 

Squall to the teeth before fighting Seifer for the first 

time, as this will be a duel, When in need, draw healing 
spells from Seifer. If you already have the Mug 

Command Ability, try stealing his Elixir. 


KEEM:S-: 
FE ITEMS TO BE STOLEN 


Elixir 
Elixir 


Description: 

Galbadia's ruler attacks with magic, so shield your 
characters with Reflect (or GF Carbuncle). Edea will 
try to neutralise any of your support magic with 
Dispel, thus wasting a turn. Take advantage of this 
opportunity to attack her. This battle is surprisingly 
easy, as though the Sorceress were holding back or 
gauging your party's fighting prowess. 


TIEMS: 
[ESTO BEIDEN 


[Guard 


» Galbadia > D-District Prison 


AND 


Description: 

This type of guard closely resembles ounterpart in Ee 
the Galbadian army. Rather than attacking your party 

with magic, however, he prefers to use Sleep on your 
characters, As this could get you into trouble, defeat 

him first or silence him if he appears in the company 

of other opponents. Blind is also useful. 


UIEM S : 


EES DROPPED AFTER BATTLE 


Sleep, Silence, Blind, Cure 
Sleep, Silence, Blind, Cura 
Sleep, Silence, Blind, Curaga 


een ATTACKS 


MAGIC 


Potion, Phoenix Down, Remedy 
Potion, Phoenix Down, Remedy 
Potion, Phoenix Down, Remedy 


Potion, Phoenix Down, Remedy 
Potion, Phoenix Down, Remedy 
Potion, Phoenix Down, Remedy 


Description: 

Like most mechanical monsters, GIM47N is particularly a 
susceptible to Thunder. It is worth junctioning ST-Atk-J 

with the elements Thunder or Water as this opponent 

will probably make frequent appearances in the pri- 

son. At higher levels, GIM47N reflects magic directed 
against it. 


LTEM SS: 


EENS DROPPED AFTER BATTLE 


Cure, Esuna Steel Orb, Screws, Steel Pipe Steel Orb 
Esuna, Life Steel Orb, Screws, Steel Pipe, Dynamo Stone Steel Orb 


Curaga, Esuna, Life 


Steel Orb, Screws, Dynamo Stone Steel Orb 


MONSTERS 


SECRETS 


» Galbadia > D-District Prison 
* Lunatic Pandora 


et ATTACKS 


MAGIC AND | 


Haste, Slow 
Haste, Slow, Dispel 
Haste, Slow, Esuna, Dispel 


Ename 
[ Biaos (end time) 
« Galbadia > D-District Prison 


ELEMENTAL ATTACKS 


Elixir 
Elixir 


Cure, Haste, Slow, Regen 
Cura, Haste, Slow, Regen 


 Wedse (end time) 


* Galbadia > D-District Prison 


em ATTACKS 


Fire, Shell, Protect, Reflect 
Fira, Shell, Protect, Reflect 


NAME 


Command Soldier 


* Galbadia > Missile Base 


MAGIC 


JAGIC TO BE DRAWN 


Blizzard, Silence, Confuse 
Blizzara, Silence, Confuse 
Blizzaga, Silence, Confuse 


20-29 
30-100 


144 


[EE DROPPED AFTER BATTLE 


Screw, Missile, Windmill, Fuel 
Screw, Missile, Windmill, Fuel 
Missile, Fuel, Windmill 


G>  wevens | [EMS DROPPED AFTER BATTLE 


Potion, Normal Ammo, Phoenix Down 
Potion, Normal Ammo, Phoenix Down 
Potion, Normal Ammo, Phoenix Down 


Description: 

Developed by the Galbadian army, this mobile weapon 
uses micro missiles to decrease the target's HP by 
half. Water, Thunder and Earth attacks work best 
against this fighting machine. When accompanied by 
an Elite Soldier this robot can gain extra strength if 
Aura is used. 


TEE MS: 
ld TO BE STOLEN 


Missile 
Missile 
Missile 


Description: 

An old acquaintance from Dollet. Biggs reappears with 
Wedge and uses support magic such as Haste or Slow 
in addition to physical attacks. Draw Reflect from 
Wedge and use it to protect your characters from 
Biggs’ magical attacks. 


T 


TIEMS; 
mens TO BE STOLEN 


Regen Ring 
Regen Ring 


Description: 

During this encounter, Wedge goes wild when his HP 
are low. He will then possess greater strength and be 
able to evade your attacks more easily. Try to slow 
him down or use Haste on your characters to make up 
for his high speed. If you have the Mug Command 
Ability, try to steal his Strength Love. 


Strength Love 
Strength Love 


posted at the Missile Base in Galbadia. 
After receiving a certain amount of damage he will 
heal himself. Try to defeat him quickly if you don't 
want to draw Confuse from him, as he can prove quite 
annoying. 


PEEM SS: 
E ITEMS DROPPED AFTER BATTLE 


jones TO BE STOLEN 


Hi-Potion 
Hi-Potion 
Hi-Potion 


NAME 


Command Leader pesmeen 


The Command Leader likes to cast Confuse. Protect F 
your party with ST-Def, Reflect or GF Carbuncle or sim- 

ply try to silence this soldier before he causes too 

much harm. Poison is the only element with noticeably 
more effect than the others. However, the Command 
Leader does not have many HP, so you should be able 

to defeat him without serious problems. 


AND ITEMS: 


rs DROPPED AFTER BATTLE led TO BE STOLEN 


Thunder, Confuse, Slow, Reflect 
Thundara, Confuse, Slow, Reflect 
Thundaga, Confuse, Slow, Reflect 
NAME 
d 


se | SAMO8G 


» Galbadia » Missile Base 


ete ATTACKS 


MAGIC 


Shell, Protect 
Shell, Protect, Life 
Shell, Protect, Reflect, Life 


Potion, Phoenix Down, Shotgun Ammo, Cottage 
Potion, Phoenix Down, Hi-Potion, Cottage 
Potion, Hi-Potion, Cottage 


Description: 

This nasty bio-mechanical monster uses physical 
attacks, most notably those of its machine gun and 
shoulder cannon. If you are able to blind it, SAMO8G 
will no longer be able to do great harm. You can then 
defeat it almost at your leisure. 


Tent, Cottage 
Tent, Cottage 
Tent, Cottage 


AND ITEMS: 


EEMS DROPPED AFTER BATTLE OEms TO BE STOLEN 
M-Stone Piece, Running Fire, Dragon Fin, Dragon Fang 
Dragon Fin, Running Fire, Dragon Fang 
Dragon Fin, Running Fire, Dragon Fang 


Running Fire 
Running Fire 
Running Fire 


N _  : 5 
BGH251F2Gst time) _BOSS 


* Galbadia > Missile Base 


« 


T ELEMENTAL ATTACKS 


0BTAIN ABLE MAGIC 
TES Te MAeIC TO BE DRAWN 


Ho Shell, Protect, Stop 
20-22 Shell, Protect, Stop 


a NAME 


"gs Tri-Face 


> Balamb Garden > MD Level 


EF wers ATTACKS 


0BTAIN ABLE MAGIC 
[EMAGIETD SE DEARN 


Silence, Blind 
Silence, Blind, Slow, Bio 
Stop, Bio, Pain, Flare 


Description: 

This fearsome mechanical monster is nearly as formi- 
dable an opponent as the Black Widow, X-ATMO92. It 
usually launches massive physical attacks against one 
person at a time. Keep an eye on your characters’ HP, 
heal them on time and use the elements Thunder, 
Water or Earth to attack BGH251F2. 


AND ITEMS: 


ens DROPPED AFTER BATTLE AENS TO BE STOLEN 


Description: 

This nasty monster spews noxious fumes on its tar- 
gets. These cause Darkness and Silence on Tri-Face's 
lower levels; from mid-levels on they cause Poison and 
Confuse. Tri-Face also poisons a victim by biting it, 
hurting it badly in the process. Holy causes three 
times the normal damage to this monster. 


AND ITEMS: 
oons DROPPED AFTER BATTLE 


Poison Powder, Dead Spirit, Curse Spike Curse Spike 
Poison Powder, Dead Spirit, Curse Spike Curse Spike 
Poison Powder, Curse Spike, Star Fragment Curse Spike 


F4 
7 
ES 
s 
= 


Description: 

A strange monster that lives in the depths of the seas 
and likes to curse an entire group of opponents or 
inflict one opponent with Darkness. Its oily counter- 
attack inflicts damage on the entire group. 

The Oilboyle you encounter on Balamb Garden's 

MD Level should not exceed level 26 or so. 


* Balamb Garden > MD Level 
« Ultimecia Castle 


AINABLE MAGIC AND ITEMS: 


Hg Esuna, Blind, Cure, Confuse Wizard Stone Fuel 
20-29 Esuna, Blind, Cura, Confuse Wizard Stone Fuel 
30-100 Esuna, Curaga, Confuse, Dispel Wizard Stone, Orihalcon Fuel, Orihalcon 


Description: 
A protective layer that shelters NORG. You need to 
destroy the pod before you can attack NORG himself. 
The Pod is defenseless and easy to defeat. However, it 
is supported by a Left and a Right Orb. Have your 

… Strongest character attack the Pod and the other two 
ELEMENTAL ATTACKS BE concentrate on the Left and Right Orbs. 


EE as 
Le Ít Orb Description: 
The Left Pod (when facing the Orb) is immune to ele- 
mental attacks. At first it glows with a blue light, 
which turns yellow and red later on in the battle. Once 
the Orb glows red it will supply NORG with magic. As it 


is capable of repairing itself you cannot completely 
BE destroy it. Try to steal its Mag Up. 


* Balamb Garden > Master Room 


| ELEMENTAL ATTACKS 


0 BT AIN ABLE MAGIC AND ITEMS: 


Ë EVELS [Maele TO BE DRAWN lee DROPPED AFTER BATTLE 


9 Thunder, Life [ mag vo 
20-27 Thundara, Life, Bio = [Mag up 


Descripti 
Like its counterpart, the Right Pod (when facing the 
Orb) changes colour during battle. This Orb supplies 
NORG with status magic once it has turned red. If you 
have the Mug Command Ability, try to steal a Spr Up. 
The Orb won't drop this after the battle. 


0BTAIN ABLE MAGIC AND ITEMS: 


TEMS DROPPED AFTER BATTLE 


Dispel, Confuse, Slow 
Dispel, Confuse, Slow 


146 


Description: E 

The master of Balamb Garden attacks with magic and 
an especially strong psycho blast. Still, this encounter 
should be rather straightforward. Wind inflicts twice 
the ordinary damage on NORG. Don't forget to draw 
GF Leviathan from him! 


Shell, Protect, Esuna, Leviathan Wizard Stone Circlet 
Shell, Protect, Esuna, Leviathan Wizard Stone Circlet 


[NAME 


BGH215j1F2(2nd time) amen 


During your second encounter this machine is weaker 
5 than earlier. This time it concentrates on attacking the 
Fisherman's Horizon character with the fewest remaining HP. It is quite 
likely that a party member you have just revived will 
be knocked out instantly by BGH251F2. Water causes 
TT ELEMENTAL ATTACKS about twice the usual damage to this mechanical mon- 
ster. 


AINABLE MAGIC AND ITEMS: 
IE ITEMS DROPPED AFTER BATTLE TE TENS TO BE STOLEN 


Shell, Protect, Stop Running Fire, Missile Adamantine 
Shell, Protect, Stop Running Fire, Missile Adamantine 


Description: 

For a member of Balamb Garden's disciplinary commit- p 
tee, Raijin is not very peace-loving. You will have to 

fight him both outside and inside the Balamb Hotel. 

Most of his attacks can be diverted by casting Blind. 

Don't even try to attack him with the element 


ele ATTACKS Thunder, use Poison instead. 


ABLE MAGIC AND ITEMS; 
ie DROPPED AFTER BATTLE F EMS TO BE STOLEN 


Thunder, Thundara, Shell, Protect Str Up Str Up 
Thunder, Thundara, Shell, Protect Str Up Str Up 


Descripti 

The other member of Balamb Garden's disciplinary 
committee uses Wind attacks until you draw 

GF Pandemona from her. After that, she will resort to 
physical attacks that can be rendered less harmful by 
using Protect. One of Fujin's attacks reduces à charac- 
ter's HP to 1. Ensure his or her speedy recovery before 


ELEMENTAL ATTACKS 
you continue the fight. 


08 MAINABLE MAGIC AND ITEMS: 
[EE [EAA TO BE DRAWN El DROPPED AFTER BATTLE se TO BE STOLEN 


Hg Aero, Cura, Life, Pandemona Megalixir Megalixir, Hero 
20-29 Aero, Cura, Life, Pandemona Megalixir Megalixir, Hero 


MONSTERS 


Description: 

This monster attacks with its piercing, bladed horn. 
After the horn is destroyed Mesmerize doles out pain- 
ful kicks. This opponent is perfect for stocking up on 
potent healing and recovery magic as well as related 
items. 


se ATTACKS 


BTAINABLE MAGIC AND ITEMS: 


EMS DROPPED AFTER BATTLE E ITEMS TO BE STOLEN 


Cure, Esuna Life Ring, Mesmerize Blade, Healing Water Mesmerize Blade 
Cura, Esuna, Life Life Ring, Mesmerize Blade, Healing Mail Mesmerize Blade 
Curaga, Esuna, Dispel, Life Mesmerize Blade, Life Ring, Regen Ring, Healing Mail Mesmerize Blade 


Description: 
This huge land-based ray lives in arctic regions. Gayla ze 
specialises in putting its victims to sleep and then 
attacking them with its whip-like tail. 
One of its attacks saps a character’s HP and vitality. 
Although this attack is unlikely to succeed, it can keep 

ELEMENTAL ATTACKS you busy healing your party. Use Wind to cause about 

5 8 twice the normal damage and defeat Gayla as quickly 


0 BT AIN ABLE MAGIC AND ITEMS: 
Te MAGIC TO BE DRAWN me ITEMS DROPPED AFTER BATTLE E ITEMS TO BE STOLEN 


Sleep, Thunder M-Stone Piece, Mystery Fluid Mystery Fluid 
Sleep, Thundara Magic Stone, Mystery Fluid Mystery Fluid 
Sleep, Thundaga, Meltdown Wizard Stone, Mystery Fluid Mystery Fluid 


Description: 

A formidable opponent with incredible vitality. Use 
Demi and Fire attacks to decrease its HP more rapidly. 
Shell will limit the damage your characters take from 
the Snow Lion's icy breath. If you manage to pass 
Doom on this monster you will no longer have much to 
worry about. 


1 1063 ff 
30 | 34500 


4 *» MAGIC AND ITEMS: 
jalEhELS Í M..GIC TO BE DRAWN [EEMS DROPPEN AETER ATIE [ETEN SORESICEEN 


9 Blizzard, Berserk North Wind, Healing Mail Healing Mail 
20-29 Blizzard, Blizzara, Berserk North Wind, Healing Mail, Silver Mail Healing Mail 
30-100 Blizzard, Blizzara, Blizzaga, Berserk | North Wind, Silver Mail, Healing Mail Healing Mail 


[ Blue Dragon 


Description: 
An extremely strong dragon with devastating Is 


e rab rabia > Bika Snowfield physical attacks and techniques. Blunt its impact 
L by blinding the Blue Dragon and try draining its 
HP. Concentrate on using Ice attacks but refrain 
from using Poison, it could absorb it. 


TACMON BIE IMCACGSEE AND ITENS: 
[_FTEMS DROPPED AFTER BATTLE [rc TENS RODE STOLEN 


Dragon Fang, Fury Fragment Fury Fragment 
Blind, Drain, Bio Dragon Fang, Fury Fragment Fury Fragment 
Drain, Break, Death, Bio Dragon Fang, Fury Fragment Fury Fragment 


NAME 
[ paratrooper 


* Balamb > Alcauld Plains 


[ ELEMENTAL ATTACKS 


TAINABLE MAGIC AND 


Description: 

A member of Galbadia's Special Forces. 

Try junctioning Sleep, Death or Petrify with 
ST-Atk. Draw Esuna and use it on characters the 
Paratrooper has silenced or slowed down. 

He is weak against elemental Poison attacks. 


LT EMS: 


EVELS [Mole TO BE DRAWN Takens DROPPED AFTER BATTLE 


Aero, Water, Esuna 
Aero, Water, Esuna 
Aero, Water, Esuna 


Potion, Phoenix Down, Remedy 
Hi-Potion, Phoenix Down, Remedy 
Hi-Potion, Phoenix Down, Remedy 


jr EMS TO BE STOLEN 


Remedy 
Remedy 
Remedy 


NAME 


las 


Fire, Thunder, Blizzard M-Stone Piece 
Fira, Thundara, Blizzara Magic Stone 
ES Thundaga, Blizzaga Wizard Stone 


MN sie 


INGB LE MAGIC AND 
Fatiel it TO BE DRAWN 


Hg Thunder 
20-29 Thunder, Thundara 


30-100 Thunder, Thundara, Thundaga Dynamo Stone 


|E ITEMS DROPPED AFTER BATTLE 


Description: 

Jelleyes change their condition during battle. With 
increasing damage they will become weaker against 
physical attacks and more resistant against magical 
attacks. Towards the end of the battle, a Jelleye will 
possess greater spirit and vitality. Holy causes three 
times the normal damage. Wind is quite useful, too. 


[TENS TO BE STOLEN 


Healing Water 
Healing Water 
Healing Water 


Descri : 

This fighter is healed by Thunder attacks and strikes 
your characters with lightning if they attack him phy- 
sically after using Thunder. Avoid attacking with 
Thunder and throw your other elemental attacks at 
him instead. 


1IEM SS; 
is ITEMS TO BE STOLEN 


M-Stone Piece, Betrayal Sword, Coral Fragment Betrayal Sword 
Magic Stone, Betrayal Sword 


Betrayal Sword 
Betrayal Sword, Power Generator 


veen Claw 


Cena Lanonn pars 


TELEMENTAL ATTACKS 


ABLE MAGIC AND 


= A mutated relative of the Grizzly bear. 
Death Claw attacks with its huge clawed paws and 
tries to put enemies to sleep with poison gas. 
Use Blind to blunt most of his attacks and remember 
to heal injured party members. 


ITEMS: 


[naer TO BE DRAWN E ITEMS DROPPED AFTER BATTLE 


Aero M-Stone Piece, Sharp Spike, Windmill 
Aero, Dispel Sharp Spike, Shear Feather, Windmill 
Aero, Dispel, Reflect Sharp Spike, Shear Feather, Windmill 


Windmill 
Windmill 
Windmill, Missile 


WALKTHROUGH 


JUNCTION 


monsters : 


$ S Slappers tend to mob you in groups and use physical 
attacks that are intensified at random. Any status 
attacks should be quite effective. 


el ATTACKS 


0BTAINA: LE MAGIC 


LEVELS MAGIC TO BE DRAWN 


9 Blizzard Hi-Potion Hi-Potion 
20-29 Blizzard, Blizzara, Water Hi-Potion Hi-Potion 
30-100 Blizzard, Blizzara, Blizzaga, Water Hi-Potion Hi-Potion 


| NAME 

Cerberus rna 
Confident of his power, Cerberus calmly awaits you in 
Galbadia Garden's main Hall. 
Approach this three-headed watchdog from the Abyss 
and be prepared to dispel his Triple. This fight is one 
of the few occasions you can draw Triple, so try to 
make use of it. Don't attack Cerberus with the Thunder 
and Wind elements. 


ted DROPPED AFTER BATTLE 


Quake, Double G-Returner Spd-J Scroll 
Quake, Double, Triple G-Returner Spd-J Scroll 
Quake, Double, Triple G-Returner Spd-J Scrol 


se d 
. nd +: 
Seifer (2° time) pmm 
Seifer is better prepared for his second battle with 
$ ii Squall. After losing half of his HP he will use an extre- 
Galbadia Garden > Master Room — mejy harmful attack. He continualy heals himself once 
his HP hit a certain level. Since he speeds himself up 
during this fight you should also use Haste to curb his 
advantage. Seifer's one weakness is Poison. 


AND 
[ITEMS DROPPED AFTER BATTLE [ITEMS TO BE STOLEN 
Fire, Thunder, Dispel, Haste Mega-Potion Mega Phoenix 


Fira, Thundara, Dispel, Haste Mega-Potion Mega Phoenix 
Firaga, Thundaga, Dispel, Haste Mega-Potion Mega Phoenix 


| Seifer (3”° time) 


Seifer is now weaker than before. Nevertheless, he 


Á à valiantly tries to protect his sorceress. Take the time 
Galbadia Garden > Auditorium to use Haste on all party members before striking 


down Seifer. This status will be carried forward into 
the following battle, permitting you to act instantly 


mel ATTACKS when Edea approaches. 


MAGIC AND ITEM S 


ITEMS DROPPED AFTER BATTLE EI TO BE STOLEN 


Fire, Thunder, Dispel, Haste Hero, Holy War Hero, Holy War 
Fira, Thundara, Dispel, Haste Hero, Holy War Hero, Holy War 
Firaga, Thundaga, Dispel, Haste Hero, Holy War Hero, Holy War 


150 


NAME 


8 F 
nd #5 

eN Edea (2° time) pm 

Although she is stronger than before, Edea is not too S = 
n difficult to defeat. Cast Sleep on her (junction ST-Atk E 
“ Galbadia Garden > Auditorium wit steep) and remember to draw GF Alexander. Î 

Edea's Maelstrom attack decreases your characters’ 
HP by half. It is worth noting, therefore, that you 
should keep an eye on your characters’ gauges and 
heal them in time, 


MAGIC AND ITEM S 


ITEMS DROPPED AFTER BATTLE ella TO BE STOLEN 3 E 


Blizzard, Demi, Esuna, Alexander Force Armlet Royal Crown 
Blizzara, Demi, Esuna, Alexander Force Armlet Royal Crown 
Force Armlet Royal Crown © 


Description: 
This mighty dragon boasts an enormous amount of HP. us 
Use Protect to blunt its breath attack and try to 
» Trabia > Trabia Canyon petrify the beast. While Ruby Dra il 
5 gons absorb Fire and 
Deep Sea Research Center » Lab Wind attacks, Ice and Holy do greater damage than 
normal attacks. Use these battles to draw Meteor from 


et ATTACKS higher-level Ruby Dragons. 


HROUG: 


AND ITEMS: 
[_ 1TEMS DROPPED AFTER BATTLE [SITEMS TO BE STOLEN 


Aero, Fira Inferno Fang, Fury Fragment Inferno Fang 
Aero, Firaga, Demi Inferno Fang, Fury Fragment, Star Fragment, Energy Crystal f Inferno Fang 
Firaga, Reflect, Flare, Meteor Fury Fragment, Energy Crystal Inferno Fang 


/j, È NAME 
Abadon asen 

When standing upright, this monster uses status 
attacks. Once it has bent forward, Abadon will attack 

“ Esthar > Great Salt Lake with its tongue and claws. This monster’s vitality and 
spirit are greatly boosted when it stands erect. Holy 
and Fire attacks will cause about twice the regular 

: Nee ATTACKS damage. 


BTAIN ABLE MAGIC AND ITEMS: 
EVELS [> MAGIC TO BE DRAWN ien DROPPED AFTER BATTLE jens TO BE STOLEN 


HJ Cure, Esuna, Dispel Flare Stone Power Wrist 
20-29 Cura, Esuna, Dispel Flare Stone Power Wrist 
Q-34 Curaga, Esuna, Dispel, Flare Flare Stone Power Wrist 


hed oe en 
VM matboro ke) 


Description: 
This nasty fellow probably has the worst breath ever. 
ze Malboro's exhalations can assault targets with Poison, 
ed Plains, Silence, Darkness, Berserk, Sleep, Slow and Confuse, 
andiol horest amongst others. Junction Drain with ST-Atk and Blind 
or Petrify with ST-Def. 


_% taerae. 


= INA B LE MAGIC AND ITEMS: 
zl ERS naal TO BE DRAWN ls DROPPED AFTER BATTLE 


Ho Bio Malboro Tentacle, Curse Spike Malboro Tentacle 
20-29 Bio, Demi Malboro Tentacle, Curse Spike Malboro Tentacle 
30-100 Bio, Demi, Quake Malboro Tentacle, Curse Spike, Hypno Crown Malboro Tentacle t 


Description: 

This monster type infests the airship Ragnarok. 

Propagators turn up in pairs of different colours (see 

the Walkthrough for general tactics). They drop stones 

of every kind: Aura, Death, Protect, Shell, Holy, Flare, 

Meteor and Ultima Stones. Use Propagators to stock 
(Rl ede ATTACKS up on potent healing and restorative magic. 
led 


ABLE MAGIC AND ITEMS: 
Ee TO BE DRAWN ans DROPPED AFTER BATTLE FE ITEMS TO BE STOLEN 


Thunder, Cure, Esuna, Life Stones (every kind) Wizard Stone 
Thundara, Cura, Esuna, Life Stones (every kind) Wizard Stone 
Thundaga, Curaga, Esuna, Life Stones (every kind) Wizard Stone 


Ë NAME 

Turtapod ned 
A heavily armoured mutant turtle that morphs into a 
far stronger shape when attacked. It then becomes 
very hard to damage. Use Death or Petrify to finish 
the battle quickly. 


el ATTACKS 


0BTAINASBLE MAGIC AND ITEMS: 
[ekeves eer TO BE DRAWN TEGENS DROPPED AFTER BATTLE in TO BE STOLEN 


1-29 Cure, Esuna, Dispel Wizard Stone, Life Ring Wizard Stone 
30-39 Cura, Esuna, Dispel Life Ring, Healing Mail, Regen Ring Wizard Stone 
40-100 Curaga, Esuna, Dispel Life Ring, Healing Mai, Regen Ring Wizard Stone 


| NAME 

Torama escriptlor: 

Ef N This mutated wildcat is a nasty opponent. Torama uses ag 
Lv 5 Death, instantly knocking out a character, as well 
as other magic. It also attacks physicaliy and uses an Lv | 
additional attack that petrifies or knocks out an 
enemy. Using your GFS will make the battle somewhat 


shorter. 30 


60 
100 } 38000 


[EEMS TO BE STOLEN 


Death, Demi, Life Wizard Stone, Life Ring Regen Ring 
Death, Demi, Life Regen Ring, Moon Stone Regen Ring 
Death, Demi, Life Regen Ring, Moon Stone Regen Ring 


Ee 
(mp 


Description: 
One of the most annoying monsters in the game. Imps 
are quick to attack, hardly ever fail to confuse or 
7 EE sthar City, Lunatic silence the party and are difficult to defeat. On higher 
« Deep Sea Deposit levels they counter with Holy towards the end of the 
battle. Up to Imp level 29, however, Holy is your only 
elemental attack causing noticeably more damage 
than others. 


OB IM IN ABLE AND ITEMS: 
patens eld TO BE DRAWN ld DROPPED AFTER BATTLE ns TO BE STOLEN 


1-29 Blind, Silence, Confuse, Break Dead Spirit, Curse Spike Poison Powder 
30-39 Blind, Silence, Confuse, Break Dead Spirit, Curse Spike Poison Powder 
40-100 Blind, Silence, Confuse, Break Dead Spirit, Curse Spike, Moon Stone Poison Powder 


[ ron Giant 


» Esthar > Esthar Clty, 
Tears’ Point 


Haste, Shell, Reflect 
Haste, Quake, Shell, Reflect 
Haste, Quake, Shell, Reflect 


NAME 


Elnoyle 


|» Esthar City 
” Ultimecia Castle 


Pain, Double 
Pain, Double 
Pain, Double, Holy 


F Behemoth 


« Esthar > Esthar City, 


pat Plains 


en ATTACKS 


AIN ABLE MAGIC AND 


jones DROPPED AFTER BATTLE 


Regen, Tornado 
Regen, Tornado 
Regen, Tornado, Flare 


| Raijin (2°° time) 


0BTAIN ABLE MAGIC AND 


Thunder, Protect, Shell 
Thunder, Thundara, Shell, Protect 
Thundara, Thundaga, Shell, Protect 


Wizard Stone, Star Fragment 
Running Fire, Star Fragment 
Running Fire, Star Fragment 


Wizard Stone, Moon Stone 
Wizard Stone, Moon Stone, Energy Crystal 
Energy Crystal 


Wizard Stone, Barrier 
Barrier, Giant's Ring, Energy Crystal 
Barrier, Giant's Ring, Energy Crystal 


Description: 

Since this titan only uses physical attacks it can be 
rendered near harmless if attacked with Blind. 

Due to its high metal content it is particularly 
susceptible to Thunder. From level 40 on it uses 
Mighty Guard to reduce damage after losing about 
half of its HP. 


Star Fragment 
Star Fragment 
Star Fragment 


A vicious opponent that uses physical attacks more 
often than magical ones. Draw and cast Pain to blunt 
Îts attacks and use the Wind element to hit your oppo- 
nent. Watch your characters’ HP (this monster's direct 
attacks can do considerable harm). 


LT EMS; 


Moon Stone 
Moon Stone 
Moon Stone 


Description: 

This great beast uses magic far more often than 
physical attacks and tends to counter with Meteor. 
Try to silence it and use Reflect. Once you have the 
Mug command ability, make sure to steal a Barrier. 
Behemoths are the only monsters from which you can 
obtain this item for Quistis’ Blue Magic. 


MEE MS 4 
Fatens TO BE STOLEN 


Barrier 
Barrier 
Barrier 


r 


Description: 

Again, you must battle both Raijin and Fujin. Enabled 
by Aura, Raijin will occasionally use his special attack. 
Blind him to render him near harmless and stock up on 
protective magic if you get the chance. As before, 
avoid using Thunder. 


TEM S : 


Power Wrist 
Power Wrist 
Power Wrist 


| Fuiin (2 time) Description: 


Fujin appears together with Raijin, supporting him with F 
various kinds of magic. After a while she will resort to 
Meteor as well as some rather damaging physical 

attacks, Poison has a slightly greater effect on her 

than other elemental attacks. 


ete ATTACKS 


0 BTAIN ABLE MAGIC AND ITEMS: 


LEVELS TERS TO BE DRAWN Fiene DROPPED AFTER BATTLE fr Uems TO BE STOLEN 


nig Aero, Cure, Life Megalixir Megalixir 
20-29 Aero, Cura, Life Megalixir Megalixir 
30-44 Aero, Curaga, Full-life, Tornado Megalixir Megalixir 


NAME 


», Mobile Type 8 em 


A mobile weapons system of Esthar's former army. 
When connected to the Left and Right Probe (see 
below) the counter-attack of Mobile Type 8 can cause 
havoc among your party. Only attack it when it is dis- 
connected. Have potent healing and recovery items (or 
magic) ready as one of its attacks reduces your cha- 
racters’ HP to 1. 


MAGIC AND 


Foe DROPPED AFTER BATTLE Ie ITEMS TO BE STOLEN 


Fire, Thunder, Blizzard, Flare Laser Cannon Laser Cannon 
Fira, Thundara, Blizzara, Flare Laser Cannon Laser Cannon 
Firaga, Thundaga, Blizzaga, Flare Laser Cannon Laser Cannon 


Description: 

Like the Right Probe, this add-on greatly enhances the la 
damage caused by its carrier’s counter-attacks. 
Unfortunately, neither Probe is weak against a parti- 

cular element. Draw its healing magic (in order to save 
your own) during the battie and try to steal a Vit Up. 


0 BTAIN ABLE MAGIC AND ITEMS: 


Bl) TO BE STOLEN 


Cure, Esuna 
Cura, Esuna 
Curaga, Esuna 


[ Rioht Probe Lad0ss 


Description: 
Even more dangerous than the Left Probe, this one 

el 5 does not yield healing magic. If you have the Mug 
“ Esthar > Lunatic Pandora command ability make sure to steal a Str Up. As you 
can't totally destroy the Probes concentrate on 
attacking Mobile Type 8 when it is disconnected from 
them. 


IN ABLE MAGIC AND 1 TEM S : 


ens DROPPED AFTER BATTLE E ITEMS TO BE STOLEN 


Fire, Thunder, Blizzard 
Fira, Thundara, Blizzara 
Firaga, Thundaga, Blizzaga 


Str Up 
Str Up 
Str Up 


| Seifer (4* time) 
« Esthar > Lunatic Pandora 


Eer ATTACKS 


0BTAIN ABLE MAGIC AND 


dend mi MAGIC TO BE DRAWN 


9 
20-29 


Hero, Holy War 
Hero, Holy War 
Hero, Holy War 


Fire, Thunder, Blizzard 
Thundara, Blizzara 
, Blizzaga, Aura 


Ee ATTACKS 


TAIN ABLE MAGIC AND 


r ITEMS DROPPED AFTER BATTLE 


Fire, Thunder, Blizzard 
Thundara, Blizzara 
Firaga, Thundaga, Blizzaga 


TAUNAEBLE MAELC ANS 


Esuna, Dispel, Regen 
Esuna, Dispel, Regen 
Esuna, Dispel, Regen 


NAME 
[ Sorceress 


MAGIC AND 


[lens DROPPED AFTER BATTLE 


Pitt 


r 


Description: 

Seifer steps in your way for the fourth time. If you 
have GF Odin you will be in for an unpleasant surprise. 
After a mini-event the battle continues … to be inter- 
rupted by another mini-event if you survive long 
enough. Finally, the battle comes to an end. Draw and 
use Aura if Seifer has reached level 30+. 


ETEN S: 
le TO BE STOLEN 


Hero, Holy War 
Hero, Holy War 
Hero, Holy War 


Description: 

The wicked sorceress is set free from imprisonment in 
space. After draining Rinoa of her HP, Adel will most 
likely use a devastating attack. Make sure to heal the 
party completely. Once a message about concentrated 
magic is displayed, Adel will let Ultima loose. Don't use 
Holy, it will only help her. Attack her with Wind 
instead. 


Ie 


LT EMS: 
[mens TO BE STOLEN 


Samantha Soul 
Samantha Soul 
Samantha Soul 


Description: 

This is not a fight against Rinoa. The objective is to 
help her remain conscious. The battle counts as lost 
when Rinoa's HP drop to 0. Cast Regen on Rinoa so 
that she keeps ing HP. Shell will reduce the dama- 
ge caused by Adel's draining. 


LEEM Ss 
pees TO BE STOLEN 


Megalixir 
Megalixir 
Megalixir 


Description: 
You will be challenged by two Sorceresses of this kind. fas 


Their magic is not too dangerous and can be blunted 


by using Reflect or summoning GF Carbuncle on your 
party. Attack these wicked opponents physically and 
always heal your characters, as the battle continues 
unintempted until you have defeated three types of 
Sorceress. 


LT EMS; 


| Sorceress (2) 


* Commencement Room 


sel ATTACKS 


0BTAIN ABLE MAGIC AND 


nl 


Flare Stone, Holy Stone, Meteor Stone, Ultima Stone 


* Esthar > Kashkabald Desert 
* Ultimecia Castle 


5 [ TELEMENTAL ATTACKS 
Ni 
AND 


Description: 

You will face one of the Sorceresses in compressed 

time. She uses Double, followed by magical attacks. 

Try to seal her lips with Silence and keep an eye on 

your HP. After you have defeated the Sorceresses of 
type 1 and 2 a third kind of Sorceress will appear. 


[TEM S: 


Description: 

Your last challenge in the Commencement Room. Make 

sure your characters have full HP when the Sorceress 

begins her countdown for Ultima. There is no way to LA4 | ld 
stop or slow this magic down. In-between countdowns 45 | 32500 
this fearsome opponent uses physical counter-attacks. 


ies TO BE STOLEN 


Meteor Stone, Ultima Stone 


Description: 

A giant worm that uses both physical and magical 
attacks. You can avoid his sand shake by casting Float 
on your characters. This worm is weak against Water 
and Wind attacks. Try drawing and using Tornado. 


30 
60 
100 


EEMCS 


jens DROPPED AFTER BATTLE de TO BE STOLEN 


M-Stone Piece, Magic Stone, Windmill 
Magic Stone, Wizard Stone, Windmill 


Aero, Tornado, Quake Windmill 


NAME 


‚Chimera 


« Esthar > Kashkabald Desert 
* Ultimecia Castle 


Water, Thunder, Esuna 
Water, Bio, Thundara, Esuna 
Water, Bio, Thundaga, Esuna 


Water Crystal, Red Fang 
Water Crystal, Red Fang, Star Fragment 
Water Crystal, Red Fang, Regen Ring, Star Fragmentf Red Fang 


Magic Stone, Windmill 
Windmill 
Windmill 


A dreadful monster whose only weakness is Holy. The 

lion’s head uses physical attacks, the goat’s head 

casts status magic and the dragon's head spews water. 

Draw and use Esuna to remove any status changes in 
\_your characters. 


Red Fang 
Red Fang 


156 


NAME 


4Yexadragon ES 


This sik-eyed monstrosity has an incredible amount of = 
5 HP and absorbs Poison as well as Fire attacks. Check 
oder A CrAndlL Loret jy veur ST-AtK junctions before entering the 
Hexadragon's habitat. Shell reduces the damage cau- 
sed by some of the monster’s attacks; Water inflicts 
about twice the regular damage on a Hexadragon. 


TIEMS; 
A DROPPED AFTER BATTLE 


Fire, Shell, Protect Dragon Fang, Red Fang, Dragon Skin Red Fang 
Fira, Shell, Protect Dragon Fang, Red Fang, Inferno Fang Red Fang 
Firaga, Dispel, Shell, Protect Red Fang, Inferno Fang, Star Fragment Red Fang 


 Tonberry Description: 3 


This unobtrusive little fellow is, in fact, very nasty. He 
& approaches you in small sets of steps. When he rea- 
pd ches a character he cuts him or her down. Tonberries 
also use a magical counter-attack. The fastest way to 
get rid of these strange creatures is to summon GF 
Diablos. 


[atems DROPPED AFTER BATTLE 


Chef's Knife Chef's Knife 
Chef's Knife Chef's Knife 
Chef's Knife Chef's Knife 


Description: 

You must undergo a timed event in order to acquire 
this legendary GF. After solving a series of puzzles 
(see Walkthrough) you need to confront and defeat 
Odin before time runs out. He remains passive during 
this time. If you have impressed him he will randomly 
appear to help the party from this point on. If not, the 
game is over after the allocated time runs out. 


Pi 
& 
pj 
2 
s 
= 


AND ITEMS: 
idd DROPPED AFTER BATTLE 


Stop, Death, Double, Triple G-Hi-Potion Luck-J Scroll 
Stop, Death, Double, Triple G-Hi-Potion Luck-J Scroll 
Stop, Death, Double, Triple G-Hi-Potion Luck-J Scroll 


Er oasa 
Tonberry King pmm : 
If you consecutively defeat about 20 Tonberries their v 
5 King will appear immediately after the last battle and 
Centra » Centra Ruins confront you. He uses stronger magic than his subjects 
and summons junk to rain from the sky. Draw his hea- 
ling and recovery magic whenever your characters 


| TELEMENTAL ATTACKS need it. GF Diablos is not effective against him. 


MABCEE MAG EE AR B UT EMS: 
[EMAS TO BE DRAWN 


Death, Cure, Life Royal Crown 
Death, Cura, Life Royal Crown 
Death, Curaga, Full-life Royal Crown 


157 


158 


 Cactuar Island 


Description: 
A running cactus man that will try to escape battles. 
Cactuars usually appear in groups and use à needle 


attack that robs the target of 1.000 HP regardless of 
his or her defences. Draw their Haste spells; you will 


need plenty of them for tougher monsters. 


0 BT AIN ABLE MAGIC AND 1 


LEVELS MAGIC TO BE DRAWN 


Ha Haste 
20-29 Haste 


30-100 Cactus Thorn, Jet 


Cactuar Island 


ea ATTACKS 


N ABLE MAGIC 
Eis TO BE DRAWN 


Meltdown, Demi, Tornado 
Meltdown, Demi, Tornado 
Meltdown, Demi, Tornado 


Gaea's Ring 
Gaea's Ring 
Gaea's Ring 


Cactus Thorn, Fast Shoes 
Cactus Thorn, Fast Shoes 


TEM S:; 


Cactus Thorn 
Cactus Thorn 


Engine Cactus Thorn 


This giant cactus man is many times larger than his 
diminutive cousins, Make sure all characters can use 
restorative items or magic before you confront him. 
His needle attack causes 10.000 HP damage, inevitably 
knocking the target out. Whenever Jumbo Cactuar 
falls over he also inflicts considerable damage. 

He will escape several times. Follow and confront him 
repeatediy. Prepare for a long fight. 


TEM S: 


[nes DROPPED AFTER BATTLE 


Cactus Thorn 
Cactus Thorn 
Cactus Thorn 


NAME 


‚ Bahamut 


eep Sea Research Center > Lab 


FT ei SMENTAL ATTACKS 


AND | 


Description: 

A tough GF to convince of your worthiness. You will 
fight him immediately after battling two Ruby Dragons 
in the Research Center. Cast Blind to lower the suc- 
cess rate of his attacks and protect your party with 
Shell. Make sure that at least one of your characters 
has a strong ST-Def and stock up on healing items 
before entering the facility. 


TEM S: 


ITEMS DROPPED AFTER BATTLE 


Hyper Wrist 
Hyper Wrist 
Hyper Wrist 


Flare, Curaga, Ful 
Flare, Curaga, Ful 


, Dispel 
, Dispel 


Hyper Wrist 
Hyper Wrist 
Hyper Wrist 


[ Ultima Weapon 


» Deep Sea Deposit 


AND 


Description: 

A lethal foe and extremely hard to defeat. Among 
other attacks, this legendary monster uses an attack 
that inflicts 9.999 HP damage on the target. Keep hea- 
ling and restoring your characters and don't forget to 
draw GF Eden. This is one of the hardest battles in the 
game, particularly as you will have to fight your way 
past other monsters before reaching Ultima Weapon. 


TIEMS: 


jeEMs DROPPED AFTER BATTLE 


Uitima Stone 
Ultima Stone 
Ultima Stone 


Regen, Dispel, Ultima, Eden 
Regen, Dispel, Ultima, Eden 
Regen, Dispel, Ultima, Eden 


Three Stars 
Three Stars 
Three Stars 


EN 


Description: 
This unidentified flying object will appear after you 
have sighted it in four different places around the 
ed ge pre world. You will see it even if the ability “Enc-None” is 
zi 4) junctioned. You won't meet any resistance. After the 
UFO has exploded you can find its little pilot at ano- 
ther location (see below). 


Aegis Amulet 
Aegis Amulet 
Aegis Amulet 


Description: 
Fight this harmless little alien if you must. You will 
pe gain an Accelerator (unless you use the Devour 

= Balamb > Alcauld Plains Command Ability). If you choose to help him instead, 
he will leave his card behind in exchange for your 
Elixir. 


ELEMENTAL ATTACKS 


Fire, Thunder, Cure 
Fira, Thundara, Cura 
Firaga, Thundaga, Curaga 


Description: 

After losing all of its HP, Sphinxaur morphs into 
Sphinxara. In its first form this monster uses magical 
attacks. In its second form it throws various kinds of 
status magic at you. Holy causes about twice the 

regular damage compared to your normal attacks. 


TEM S: 
Film) DROPPED AFTER BATTLE leen TO BE STOLEN 


Fire, Thunder, Cure Megalixir Elixir 
20-29 Fira, Thundara, Cura Megalixir Elixir 
Firaga, Thundaga, Curaga Megalixir Elixir 


NAME 


Ee Iri- Point Description: 
This dragon-like bio-weapon is alternately weak 


et: against Fire and Ice, so follow the action closely. If 
» Ultimecia Castle > Wine Cellar vou nit it with an ice attack Tri-Point will become sus- 


ceptible to Fire and vice versa. Attacks with any other 
element will provoke a strong counter-attack. 


TT ELEMENTAL ATTACKS 

fi d 4 

0BTAIN ABLE MAGIC 
desi TO BE DRAWN 


AND ITEMS : 


Haste, Tornado, Blind Rocket Engine 
Haste, Tornado, Blind Rocket Engine 
Haste, Tornado, Blind Rocket Engine 


MONSTERS B 


Despite its crystalline appearance this monster makes 


7 IE NAME 
í Krysta 
for a tough battle. It counters physical attacks with its 


z.Ultimecia Castle > Terrace right claw and magical attacks with its middle claw. 
brem Heal your party as the fight progresses since Krysta 
will cast Ultima just before its defeat. 


Elem Guard 
Elem Guard 
Elem Guard 


Description: 

A monster that lives up to its name and uses very 
damaging physical attacks. Draw and cast Meltdown to 
increase your chances and reduce Trauma's HP quickly. 
Wind attacks inflict about twice the damage of other 
elemental attacks. 


0 BT N ABLE MAGIC AND ITEMS: 


EVELS Tor TO BE DRAWN Poe DROPPED AFTER BATTLE 


Hg Meltdown Elem Atk 
20-29 Meltdown Elem Atk 
30-56 Meltdown Elem Atk 


[ NAME 

Droma pear 
A mechanoid soldier summoned by Trauma. Droma 
En) uses attacks similar to those of Trauma but has consi- 
; Uitimecia Castle > Art Gallery derably fewer HP. After the previous battle Droma 
should not prove an insurmountable obstacle if you 
optimise your defences. Try to steal its Meteor Stone. 


TELEMENTAL ATTACKS 


Esuna, Dispel Meteor Stone 
20-29 Esuna, Dispel Meteor Stone 
Esuna, Dispel Meteor Stone 


[Red Giant 


 Ultimecia Castle > Prison Cell 


Description: 

A fearsome fighting machine that you should tackle 
with Meltdown and Demi. Other attacks show little 
effect. When hit, the Red Giant sometimes temporarily 
loses its weapon. It will then launch a devastating 
physical attack that has a high chance of success even 
ELEMENTAL ATTACKS if you blind the monster. 


AND ITEMS; 


ITEMS DROPPED AFTER BATTLE 


Diamond Armor 
Demi Diamond Armor 
Demi Diamond Armor 


160 4 


0 BTAIN ABLE MAGIC 


[NAME 


Gargantua Description: 


While this big monster has no elemental weakness, 
you can afflict it with Zombie and then use recovery 
items such as Phoenix Downs to rapidly decrease its 
HP. Cure your characters of Gargantua's status magic 
when it takes effect. 


3 5 0BTAIN ABLE 
EN MAGIC TO BE DRAWN 
d E 


Bio, Quake, Reflect Magic Armlet 
Bio, Quake, Reflect Magic Armlet 
Bio, Quake, Reflect Magic Armlet 


[ Catob lep as Description: 


This distant relative of Behemoth attacks with the ele- 

ments Ice and Thunder. Junction Elem-Def with 

Thunder before the battle. Your Earth and Water 

attacks cause about twice the regular damage. Heal 

Pp ES your party as the end of the fight draws near. 

Û _-EMENTAL ATTACKS ir will let loose a devastating attack before it 
is defeated. 


Ultimecia Castle > Treasure Vault 


AND ITEMS; 
EMS DROPPED AFTER BATTLE 
Meteor Status Atk 


Meteor Status Atk 
Meteor Status Atk 


Description: 
A former GF, Tiamat is now Uitimecia's subject. 
pi ” Junction Elem-Def with Fire as that is Tiamat’s prefer- 
imecia Castle > Clock Tower red elemental attack. Shell will protect your party, and 
A Slow gives you more time to react. Don't use Thunder, 
nm Earth or Wind attacks. Draw Flare if you can. 
Í TELEN “NTAL ATTACKS 


Status Guard 
Status Guard 
Status Guard 


[ Omeaa Weapon pmm 


The mother of all monsters. Omega Weapon absorbs all 
magic and elemental attacks; its flame attack causes 
9.998 HP damage to all party members. This is probab- 
ly the hardest battle in your adventurers career. 


a 


« Uitimecia Castle > Chapel 


AND ITEMS: 


Te EMS DROPPED AFTER BATTLE 


Ho Flare, Holy, Meteor, Ultima Three Stars 
20-29 Flare, Holy, Meteor, Ultima Three Stars 
30-100 Flare, Holy, Meteor, Ultima Three Stars 


MONSTERS 


What are items? 


"You can obtain item by 


a al 


nn mn 


je 


If you use an item you will put it to its purpose. One copy of this item 
will then disappear from the “Items"' inventory. For example, if you 
want the entire party to regain its full HP on the world map, use a 
Tent. You will have one less Tent in your inventory afterwards. You 
can use items during and outside of battle. 


F 


[Refining items 


Ed Use Rearrange Sort 


Use Item 


KRemedy 


had tage 
kG-Potion 
kG-Hi-Potlon 
KG-Returner 
kRegen Ring 


Nor 


al Amma 


(see “Monsters” chapter). 


jon” chapter). If you look at 
items your opponent would not 


Battle 


Quezacot| 
Itrit 
Brothers 
Carbuncle 
Pandemona 
Alexander 


Item 


Shiva 
Siren 
Diablos 
Leviathan 
Cerberus 


FEENAL FANTAS Te MI 


‚im 


RECOVERY ITEMS 


dl Recovery items for healing or reviving characters (eg. Remedy, Hi-Potion, Phoenix Down). 


SUPPORT AND ATTACK ITEMS 


[B Attack items with the same effect as the related magic (eg. a Meteor Stone has the same effect as Meteor magic used). 
There are not many of these. 
Support items that help increase the party's fighting powers or defense without directly damaging the opponent 
(eg. Hero makes a character invincible for a short time; a Protect Stone has the same effect as the magic Protect). 
These items are not abundant, either. 


led 


GROUP ITEMS 


Pee 
DÀ GF RELATED: ITEMS FOR HEALING AND REVIVING GFS OR FOR MAKING 
THEM LEARN CERTAIN ABILITIES 


„nr D 


AMMUNITION (USED FOR IRVINE'S LIMIT BREAK) 


MISCELLANEOUS: 


Ml Items that enhance a character’s parameters (eg. HP Up). 
B items with no direct use but which can be refined into magic or other items (eg. Venom Fang, Dino Bone). 


Ml Key items (see below; eg. Sorceress’ Letter, Magical Lamp). 
Items that make Quistis learn a new Limit Break technique (eg. Spider Web). 
Items to upgrade weapons. 


MAGAZINES 


[el Provide the knowledge needed to have weapons upgraded. 
Provide Zell with new Limit Break techniques. 
Provide Angelo (Rinoa) with new Limit Break Techniques. 
Give hints about special events. 


Timber Magazine: 


M cards: 


FIRE FANTA S Te NI 


DO ort le 
- R res 200 HP to a character T DE Net OEE SUPPORT ITEMS 
Potions Restores 400 HP to à character Ame Use 
Hi-Potion Restores 1.000 HP to a character Hero-trial Smees makes a character invincible for a 
Hi-Potion+ Restores 2.000 HP to a character Hi jn 7 Lj 7 t bef hort wilk 
ero Jakes a character invincible for a short while 
KPotion Fully restores à er's HP Holy War-trial__| Sometimes makes all party members 
Mega-Potion Restores 1.000 HP to all party members | invincible for a short while is 
| Phoenix Down _ | Revives a character from KO | Holy War Makes all party members invincible for a 
ĳ ” 8 il Î short while 
Mega Phoenix Revives all party members from KO E | EL STO ce 
| Erxir Restores all HP and cures al status | | Shell Stone rr Shell”; reduces magic 
normalities of a character za es on, 
Megalixir Restores all HP and cures all status Protect Stone SE gie eek Z reduces 
abnormalities of the party members | EEG Eese 
Antidote Cures Poison Ì d 
Soft Cures Petrify ĳ 
Eye Drops Cures Darkness Ï TE 
Echo Screen Cures Silence 
Holy Water Cures Zombie, Curse ï =S ms 
Remedy Cures status abnormalities | ú Use 
| Remedy+ Cures status abnormalities and magic effects | Tent Restores all party members’ HP and cures their] 
Í | status abnormalities 
Ö Pet House Restores all HP to all GFS 
® Ee Cottage Restores all party members’ and GFs’ HP and 
— cures their status abnormalities 
KIND OF ITEM: Attack Items | u ome 
pear Ee 


Aura Stone 


Same effect as magic “Aura”; character can 
use Limit Breaks more often Î 


Death Stone Same effect as magic “Death”; when hit, tar 
get is KO'ed instantly b Buse 

Holy Stone ‘Same effect as magic “Holy”; target receives | ne 
Holy damage Normal Ammo __ | Regular bullet d 

B Flare Stone Same effect as magic “Flare”; target receives Shotgun Ammo _{ Bullet that attacks all enemies 

non-elemental damage Dark A Bullet with status ch ffect 

Meteor Stone Same effect as magic “Meteor”; randomly Sn ene + WEEKENDS 

en determined target receives non-elemental Fire Ammo | Bullet with fire element 
B damage 5 | Demolition Ammo Bullet is 3x more powerful than regular bullet 

Ultima Stone Same effect as magic “Ultima'”; all opponents Fast A 
receive non-elemental damage Cd 

Gysahl Greens | Summons GF Boko if Chocoboy has made him AP Ammo 
accessible in a Chocobo Forest _ zu Pulse Ammo 

Phoeni Summons GF Phoenix 


PAGE 
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KIND OF ITEM: Gf-related (see “Junction” chapter 


under ”Abilities”, for an explanation of GF al 
GF learns ability “Spd+40%'" 
In Moon Curtain GF learns ability “Auto-Shell"* 
Name Use Steel Curtain _| GF learns abiity “Auto-Protect” 
G-Potion Restores 200 HP to a GF Glow Curtain __ | GF learns ability “Auto-Reflect” 


G-Hi-Potion Restores 1.000 HP to a GF ‘Accelerator GF learns ability "Auto-Haste” 
G-Mega-Potion | Restores 1.000 HP to all GFs Monk's Code GF learns ability “Counter” 


G-Returner Revives one GF from KO Knight's Code _ | GF learns ability “Cover” 
Rename Card__| Enables you to change a GF's name Doc's Code GF learns ability Med Data” 


Amnesia Greens | Makes a GF forget an ability Hundred Needles] GF learns ability “Return Damage” 
HES Scroll SGE learns abiKy "HEIT Three Stars ___ | GF learns ability “Expendx3-1” 


Str-J Scroll GF learns ability Str-J 
Vit-J Scroll GF learns ability “Vit: 


eN LLL HE in KIND OF ITEM: Miscellaneous 
ee BEEEE MES B DESCRIPTION: ITEMS WITH VARIOUS USES 
Spd-J Scroll GF learns ability “Spd-J" refining, increasing compatibility with GFs etc.) 
Luck-J Scroll Í GF learns ability “Luck-J” 


Aegis Amulet GF learns ability “Eva-J” M-Stone Piece Stone with weak magic power 


Elem Atk | GF learns ability “Elem-Atk-J" 


Magic Stone Stone with magic power 
Elem Guard GF learns ability “Elem-Defx4” Wizard Stone Stone with strong magic power 
Status Atk Ï GF learns ability “ST-Atk-J” Ochu Tentacle Strong, flexible tentacle 
Status Guard GF learns ability “ST-Defx4” Healing Water Water with life force 
Rosetta Stone Ì GF learns “Abilityx4” Cockatrice Pinion | Feather with petrifying power 
Magic Scroll GF learns ability “Magic” Zombie Powder | Powder with zombie status 
GF Scroll | GF learns ability "GF Fast Shoes Shoes that make you feel lighter 
Draw Scroll GF learns ability “Draw' Sharp Spike tong, sharp nail 
Item Scroll Í GF learns ability “Item” Screw Used for remodelling weapons 
Gambler Spirit | GF learns ability “Card” Saw Blade Serrated blade 
Healing Ring | GF learns ability “Recover” Mesmerize Blade | Long, sharp blade 
Phoenix Spirit _| GF learns ability “Revive” Vampire Fang Fang that makes vampires attack 
Med Kit GF learns ability “Treatment” Fury Fragment __ | Stone with morale sealed inside 
Bomb Spirit GF learns ability “Kamikaze” \_ Betrayal Sword | Sword that betrays allies 
Hungry Cookpot | GF learns ability “Devour” Sleep Powder Powder to lure sleep 
Steel Pipe GF learns ability "SumMag+10%'” Life Ring [ring with life force 
 , Star Fragment äj GF learns ability “SumMag+20%" ____ pragon Fang Dragon's fang with recovery force 
Energy Crystal_ | GF learns ability “SumMag+30%"” Bomb Fragment _ | Stone with Fire element 
Samantha Soul_| GF learns ability “SumMag+40%'” Red Fang Dragon's fang with fire element 
Healing Mail GF learns ability “GFHP+10%” Arctic Wind El Sealed Ice element wind 
Silver Mail GF learns ability "GFHP+20%'” North Wind Strong ice element wind 
Gold Armor GF learns ability "GFHP+30%” Dynamo Stone__ | Stone with Lightning element 
Diamond Armor_| GF learns ability “GFHP+40% Shear Feather __ | Bird's feather that flies on wind 
” Regen Ring GF learns ability "HP+20%” Venom Fang |_[Poisonous monster fang 
Giant'sRing___| GF learns ability “HP+40%” Steel Orb Orb with gravitational power 
Gaea's Ring GF learns ability "HP+80%” En Moon Stone Stone with monsters living inside it 
Strength Love _| GF learns ability “Str+20%” Dino Bone Large dinosaur bone 
Power Wrist___| GF learns ability "Str+40% Windmill Windmill with absorbed wind energy 
Hyper Wrist GF learns ability “Str+60%'” Dragon Skin Durable dragon skin 
Turtle Shell GF learns ability “Vit+20%" Fish Fin | sand-dweller's fin 
Orihalcon GF learns ability “Vit+40%” Dragon Fin Very hard dragon's fin 
Adamantine GF learns ability "Vit+60%” Silence Powder _ | Powder with Silence effect 
Rune Armlet__| GF learns ability "Spr+20%” Poison Powder __ | Powder with Poison effect e. 
Force Armlet GF learns ability “Spr+40%'” Dead Spirit Spirit containing Death status 
Magic Armlet__ | GF learns ability “Spr+60%'” Chef's Knife ___ | Tonberry knife 
Circlet GF learns ability “Mag+20%” Cactus Thorn Cactuar thorn 
Hypno Crown _| GF learns ability “Mag+40%” Shaman Stone _ | Stone with mystical power 
Royal Crown GF learns ability “Mag+60%” Fuel Fuel for a rental car 
LuvLuv G [Raises compatibility with all GFs 


FINAL PANTS To Ml 


DESCRIPTION: ITEMS THAT MAKE QUISTIS LEARN A NEW LIMIT 
BREAK TECHNIQUE 


Spider d rns blue a Waves” (Limit Break technique) 
Coral Fragment _ | Quistis learns blue magic “Electrocute” (Limit Break technique) 
Curse Spike Quistis learns blue magic “Lv?Death” (Limit Break technique) 
Black Hole Quistis learns blue magic “Degenerator” (Limit Break technique) 
Water Crystal Quistis learns blue magic “Aqua Breath” (Limit Break technique) 
Missile | Quistis learns blue magic “Micro Missile”"(Limit Break technique) Bl 
Mystery Fluid Quistis learns blue magic “Acid” (Limit Break technique) 
Running Fire Quistis learns blue magic “Gatling Gun’ (Limit Break technique) 
Inferno Fang Quistis learns blue magic “Fire Breath” (Limit Break technique) Ip 
Malboro Tentacle | Quistis learns blue magic “Bad Breath” (Limit Break technique) 
| Whisper Quistis learns blue mage wite Wind” eik Beek techalque) DESCRIPTION: ITEMS THAT 
Laser Cannon | Quistis learns blue magic “Homing Laser" (Limit Break technique) ENHANCE A CHARACTER'S 
| Barrier Quistis learns blue magic “Mighty Guard” (Limit Break technique) PARAMETERS 
| Power Generator | Quistis learns blue magic “Ray-Bomb“' (Limit Break technique) 
Dark Matter Quistis learns blue magic "Shockwave Pulsar” (Limit Break technique) s HP 3 
__— nnn __ _ n Str Up Raises Str 
Vit Up Raises Vit 
Mag Up Raises Mag 
Spr Up Raises Spr 
DESCRIPTION: KEY ITEMS Spd Up Ralses Spd_— 


Use Luck Up Raises Luck 
Girl Next Door Naughty magazine 

Sorceress' Letter | Edea's letter of introduction 
Solomon Ring Mysterious old ring 

B MagicalLamp __ | Save before use (wakes up Diablos) 
} Eed 


KIND OF ITEM: Magazine 


8 Use 
Weapons Mon Ist_| Weapons research magazine (contains knowledge needed for weapons upgrade) mm . 


Weapons Mon Mar _} Weapons research magazine (contains knowledge needed for weapons upgrade) 
Weapons Mon Apr | Weapons research magazine (contains knowledge needed for weapons upgrade) 
Weapons Mon May | Weapons research magazine (contains knowledge needed for weapons upgrade) 
Weapons Mon Jun | Weapons research magazine (contains knowledge needed for weapons upgrade) 
Weapons Mon Jul_{ Weapons research magazine (contains knowledge needed for weapons upgrade) 
Weapons Mon Aug | Weapons research magazine (contains knowledge needed for weapons upgrade) 
Combat King 001 __| Magazine for fighters (contains Limit Break techniques for Zell) 

Combat King 002 | Magazine for fighters (contains Limit Break techniques for Zell) 
Combat King 003 | Magazine for fighters (contains Limit Break techniques for Zell) 

Combat King 004 | Magazine for fighters (contains Limit Break techniques for Zell) 

Combat King 005 | Magazine for fighters (contains Limit Break techniques for Zell) 

Pet Pals Vol, 1 Magazine for dog lovers (contains Limit Break techniques for Angelo / Rinoa) 
Pet Pals Vol. 2 Magazine for dog lovers (contains Limit Break techniques for Angelo / Rinoa) 
Pet Pals Vol. 3 Magazine for dog lovers (contains Limit Break techniques for Angelo / Rinoa) 
Pet Pals Vol. 4 Magazine for dog lovers (contains Limit Break techniques for Angelo / Rinoa) 
Pet Pals Vol. 5 Magazine for dog lovers (contains Limit Break techniques for Angelo / Rinoa) 
Pet Pals Vol. 6 Magazine for dog lovers (contains Limit Break techniques for Angelo / Rinoa) 
Occult Fan | World mystery magazine (contains hints on GF Doomtrain) 

Occult Fan Il _World mystery magazine (contains hints on GF Doomtrain) 

Occult Fan II World mystery magazine (contains hints on GF Doomtrain) 

Occult Fan IV World mystery magazine (contains hints on GF Doomtrain) 


afz | 


MEall Shop” you 
Rops from the "Ab 


Option in the 
section in the ”, 


ESTHAR SHOP 1 
(CLOUD'S SHOP) 


ESTHAR BOOK STORE 
(KAREN'S STORE) 


*Weapons Mon Ist 
| Weapons Mon Mar 


[snor 

BALAMB TOWN, TIMBER, 
DOLLET, DELING CITY, F.H., 
WINHILL, STUDENT IN 
BALAMB GARDEN'S 
TRAINING CENTER 


ESTHAR SHOP 2 (JOHNNY's 
SHOP, INITIALLY CLOSED) 


PRICE IN GIL 


*Mega-Potion 
Phoenix Down 
*Mega Phoenix 


Antidote 


Echo Screen 
Holy Water 


Wien JB tip 
you choose one & 


of Esthar's shops in the City's 
Shopping Mall menu there ís a certain 


PEANAL PANTAS Te UI 


TIMBER PET SHOP 


PRICE IN GIL 


G-Hi-Potion 
G-Returner 


Magic Scroll 


Draw Scroll 
Item Scroll 
Amnesia Greens 
*HP-J Scroll 
*Str-J Scroll 
*Vit-J Scroll 
*Mag-J Scroll 
*Spr-J Scroll 
Pet Pals Vol. 3 
Pet Pals Vol, 4 


SHOP 


ESTHAR PET SHOP 
(RINRIN'S STORE) 


PRICE IN GIL 


G-Hi-Potion 
G-Returner 


Amnesia Greens 


Str-J Scroll 


Vit-J Scroll 


Spr-J Scroll 
Pet Pals Vol. 5 
Pet Pals Vol. 6 
*Giant's Ring 
*Power Wrist 
“Force Armlet 
*Hypno Crown 


likelihood that one of the items listed 
below is available there. The Rosetta Stone is 


8 the only one of these items you will find at a 
8 shop with 100% probability, but only during the 
À Lunatic Pandora sighting. During the countdown 
% of the Pandora's crossing over Esthar you can 
obtain the Rosetta Stone there. Only one of 


Weapons Mon Apr 
Weapons Mon May 
Weapons Mon Jun 
Weapons Mon Jul 


Weapons Mon Aug ECOND ITEM 


‚ Hi-Potion ‚_X-Potion 
‚ Hi-Potion ‚_Mega-Potion 
‚Mega Phoenix _ 
Rosetta Stone _ — 


Cloud's Shop 
Johnny's Shop 


Bcheryl's Store 


*all tables: Only for sale if you have the ability "Familiar”' 


iik pe en 


inki mn 


There 


is one item 


you can only 
purchase in|Beginner Forests Gysahl 600 Gil_ 


the Chocobo [intermediate Forests \Gysah Greensx5 __ 3.000 Gil 
Expert Forests Gysahl Greens x 10 6.000 Gil 


RARE ITEMS: AN EXAMPLE 
MONSTER: Malboro 


C TO BE DRAWN | [ITEMS DROPPED AFTER BATTLE | IE ITEMS TO BE STOLEN 


dd | FE MA 


Maiboro Tentacle, Curse Spike Malboro Tentacle 


Mal 


Malboro Tentacle 


LOCATION 


dep report stating the number of batties you have won Address headmaster Cid before boarding the train to Timber (first mission). 


jen in the Tutorial (under ” 
A character report stating the number of enemies defeater Win a card game agaïnst fe prisoner 
and the number of times the character has been KO'd is given on 10F of D-District Prison. 
in the Tutorial (under ”Information”). 
AGF report stating the number of enemies defeated and thé number of Win a card game against CC group's Joker 
times the GF has been KO'd is given in the Tutorial (under “Information”). | _at Balamb Garden during the riot. 
rain Ticket to East Academy Station You receive IE Trom the forest Owls before Teaving Timber: 
ile in the Tomb to access the map of The Tomb. alk to the guard outsid /s Mansion in Deling City: 
The map is frees the quard's on costs 3.000 Gil. 
The guard outside Caraway's Mansion in Deng Ci 
sels tis option for 5.000 GIL 
Needed to escape from Caraway’s Wansion and access Deling Cys ake the cup from the display case after you have b 
locked in. 


‘Unlocks the door of the torfure chamber in the Prison You will receive the key after fighting the guard on 13F. 
{might not be necessary, depending on how the situation evolves). 
Examine the guard lying om the floor after the fight in the, 


‘control room. 
You receive it from Cid when Balamb Garden Is threatened 
by Galbadian missiles, 
You receive these from students of Galbadia Garden. 
map Ïs given fo you by fine during 
qhting 
the statue above The door. Later, fake if bac 
of the statue on the dome. 


the statue on the dome. 
js 


ded to get fo Odin at Centra Rui 
Collect all four fragments to receive a reward. 
Sf q 


| Event in ShumiVilage___—___________—__________| In 8 
Needed to complete Laguna's statue event in Shumi Village. You receive it from the artisan in FH. during the event ol 
guna's statue, 


teler {Opensthe lood Ulmen taste {the storeroom of Ulmen taste. 


Úniocks the door of the Armory in Uit stie. On the suspended bridge. When it falls down it will Tand near the floodgate 
Unlocks the door of the Treasure Vault in Ulimecia Castle Near the fountain of the inner gard 


Opens the Prison door in Uitimecia Castie. In the Prison. 
ds the location of chicobos hidden in trees, You buy if from Chocoboy in à Chocobo Forest. (If it gets stolen you need to 
place it as well as the ChocoZiner. Chocoboy will sell it). 
Makes chicobos fall from trees or fly up into them. buy TE from Chocoboy in a Chocobo Forest. (ITE gefs stolen you need to 
e it as well as the ChocoSonar. Chocoboy will sell it). 


Adds entries to “Sir Laguna’s Page” in Selphie’s School Networl ‘Can be found all over the worid. 
at Balamb Garden. 


efining items and magic 


1) MAGIC GAINED USING MENU ABILITY 
T MAG-RF 


M-Stone Piece 
Magic Stone 
Coral Fragment 
Wizard Stone 
Dynamo Stone 
Shear Feather 
Windmill 


M-Stone Piece 
Magic Stone 
Wizard Stone 
Tent 

Cottage 
Healing Mail 
Whisper 
Healing Ring 
Mesmerize Blade 
Life Ring 
Regen Ring 
Phoenix Spirit 
Holy Stone 
Moon Stone 
Death Stone 
Saw Blade 
Dead Spirit 
Chef's Knife 
Holy Water 
Zombie Powder 


1 of original item 


1 of original item 


… result 
(magie) 


Thunders 
Thundaras 
Thundaras 
Thundagas 
Thundagas 
Aeros 
Tornados 


… result 
(magic) 


Cures 
Curas 
Curagas 
Curagas 
Curagas 
Curagas 
Curagas 
Curagas 
Regens 
Lifes 
Full-lifes 
Full-lifes 
Holy 
Holies 
Death 
Deaths 
Deaths 
Deaths 
Zombies 
Zombies 


7) MAGIC GAINED USING MENU ABILITY 


SUPT MAG: 


F 


M-Stone Piece 
Remedy 
Dragon Fang 
Med Kit 

Magic Stone 
Wizard Stone 
Saw Blade 
Dragon Skin 
Glow Curtain 
Protect Stone 
Turtle Shell 
Giant's Ring 
Steel Curtain 
Shell Stone 
Barrier 

Rune Armiet 
Moon Curtain 
Vampire Fang 
Aura Stone 
Fury Fragment 


1of original item 


(magic) 


Esunas 
Esunas 
Esunas 
Esunas 
Dispels 
Dispels 
Dispels 
Reflects 
Reflects 
Protect 
Protects 
Protects 
Protects 
Shell 
Shells 
Shells 
Shells 
Drains 
Aura 
Auras 


2) MAGIC GAINED USING MENU ABILITY 
1 MAG-RF 


1 of original item 


(magic) 


M-Stone Piece 
Magic Stone 
Arctic Wind 
Wizard Stone 
North Wind 
Fish Fin 
Water Crystal 


Blizzards 
Blizzaras 
Blizzaras 
Blizzagas 
Blizzagas 
Waters 

Waters 


5) MAGIC GAINED USING MENU ABILITY 
TIME MAG-RF 


… result 


1 of original item (magic) 


Doubles 
Triples 
Triples 
Triples 
Slows 
Slows 
Hastes 
Hastes 
Hastes 
Stops 
Demis 
Demis 
Quakes 


Dragon Fin 
Rocket Engine 
Samantha Soul 
Three Stars 
Stone Piece 
Spider Web 
Magic Stone 
Fast Shoes 
Aegis Amulet 
Wizard Stone 
Steel Orb 
Black Hole 
Dino Bone 


B) MAGIC GAÏNED USING MENU ABILITY 
FORBID MAG-RF 


… result 
(magic) 


Ultima 
Ultima 
Ultimas 
Ultimas 
Meteor 
Meteors 


of original item 


Pulse Ammos 
Ultima Stone 
Energy Crystal 
Dark Matter 
Meteor Stone 
Star Fragment 


„result 
(item) 


No. {of original item 


Hi-Potions 
Hi-Potions 
Mega-Potion 
Mega-Potion 
Mega-Potions 
Mega-Potions 


Healing Water 
Healing Mail 
Tents 
Cottages 
Mesmerize Blade 
Healing Ring 
Life Ring 
Regen Ring 
Phoenix Spirit 


TEE 


Phoenix Downs 
Phoenix Downs 
Phoenix Downs 


3) MAGIC GAINED USING MENU ABILITY 
F MAG-RF 


1 of original item 


M-Stone Piece 
Magic Stone 
Bomb Fragment 
Wizard Stone 
Red Fang 
Bomb Spirit 
Phoenix Down 
Phoenix Spirit 
Flare Stone 
Inferno Fang 


1 of original item 


Eye Drops 

Ochu Tentacle 
Betrayal Sword 
Sleep Powder 
Mystery Fluid 
Soft 

Cockatrice Pinion 
Magic Stone 
Steel Pipe 
M-Stone Piece 
Echo Screen 
Silence Powder 
Curse Spike 
Antidote 

Wizard Stone 
Venom Fang 
Malboro Tentacle 


PINK BANTAS He NI 


(magie) 


Fires 
Firas 
Firas 
Firagas 
Firagas 
Firagas 
Firagas 
Firagas 
Flare 
Flares 


… result 
(magic) 


Blind 
Blinds 
Confuses 
Sleeps 
Meltdowns 
Breaks 
Breaks 
Berserk 
Berserks 
Silences 
Silences 
Silences 
Pains 

Bio 

Bios 

Bios 

Bios 


Bf el el 


12) ITEMS GAINED USING MENU ABILITY 
FORBID MED-RF 


11) ITEMS GAINED USING MENU ABILITY 
AMMO-RF / Lie 
pmm of original item 
Mm: ING MENU ABILITY ST 
1of original item _Jinto… | (item) des) 
20 | Mega-Potions 
… result E ET 
af original item (item) crew jormal Ammo 1 Elem-Atk Elixirs 
Normal Ammo 1 | Fast Ammo 1 Elem Guard Elixirs 
Poison Powder Antidotes Shotgun Ammo 2 [ Fast Ammo 1 ST Atk Elixirs 
Venom Fang Antidotes Fuel 10 | Fire Ammo 1 ST Guard Elixirs 
Cockatrice Pinion Softs Bomb Fragment 20 | Fire Ammo 5 _[Adamantines Vit Up 
Ochu Tentacle Eye Drops Red Fang 40 | Fire Ammo 1 Knight's Code Vit Up 
Silence Powder Echo Screens Poison Powder 10 | Dark Ammo 2 Aegis Amulets Spd Up 
Zombie Powder Holy Waters Venom Fang 20 | Dark Ammo 50 | Jet Engines Spd Up 
Betrayal Swords Remedy Missile 20 | demolition Ammo 5 _ | Rocket Engines Spd Up 
Sleep Powders Remedy Running Fire 40 | oemolitionAmmo___ [1 __ | Hundred Needles Spd Up 
Dragon Fang Remedy Cactus Thorn 40 [ demolitionAmmo___ [10 | Hyper Wrists Str Up 
Curse Spike Remedy Sharp Spike 10 [AP Ammo 1__ [Monk's Code Str Up 
Malboro Tentacle Remedies Chef's Knife 20 [AP Ammo 10_ [Magic Armiets Spr Up 
Med Kit Remedies Laser Cannon 5 | Pulse Ammo Royal Crowns Mag Up 
Energy Crystal 10 | Pulse Ammo Med Kit Megalixirs 
Power Generator 20 | Putse Ammo Doc's Code Megalixir 
Lucke-J Scroll Luck Up 
Shaman Stones Herortrial 
result 
1 of original item (item) 
Healing Water 2 | G-ki-Potions 
Mesmerize Blade 2 | G-Hi-Potions 
Whisper 4 [ G-Hi-Potions E „result 
Healing Ring 20 | G-Mega-Potions No. fof original item (item) 
dek) Sne 1__ [Fury Fragment 2 | Aura Stones 
gen eener E … result 1_| Strength Love 2 | Aura Stones 
oen Spr | heteen . | of original tem (item) 1 [circet 2 | Aura Stones 
lealing Mail et House 5 | 
Silver Mail 2 | Pet Houses Dragon Fangs T | Med Kit 1 Power Wrist 10 | Aura Stones 
" 1__ [Hypno Crown 10 | Aura Stones 
Gold Armor 4 | Pet Houses Holy Wars 1 | Knight's Code 
a 1_ [Rune Armiet 10 | Shell stones 
Diamond Armor Pet Houses HP-J Scrolls 1 | Giant's Ring 
1_ [Force Armlet 30 | Shell stones 
Str-J Scrolls 1 | Power Wrist 
1_— [Turtle Shell 10 | Protect Stones 
Vit-J Scrolls 1 | Orinatcon d 
1_ | Orihalcon 30 | Protect Stones 
10_[Mag-J Scrolls 1 | Force Armiet baal Sine 
10 | spr Serolis 1 [ Hypno Crown E ek Jen Arn 
1o_ | spd-J Scrolls 1 | Jet Engine Neen he 
10_ Silver Mails 1 | Gold Armor alie El 
5 _ [Gold Armors 1 | Diamond Armor B |oo rn esn 
10_ fOrihalcons 1 | Adamantine —_ BEN |otamord Arnor Eon 
10 | Force Armlets 1 [ Magic Armiet g ge 
7 3 _ | Mega Phoenix 1 | Phoenix Pinion 
2_ [Glow Curtains 1 | Monk's code En besides 
20_| Phoenix Downs 1_| Phoenix Spirit Er en 
20 | Samantha Souls 1 | Elem Atk ee Sien 
5 _ {Diamond Armors 1 | Elem Guard | ee olien 
10_ [Power Wrists 1 | Hyper Wrist . „dio 
|: [Rosetta Stone 1 | Shaman Stone 
20_[Adamantines 1 [steeicurtain BN | oerescron ee 
20 | Magic Armlets 1 [ Moon Curtain IN rskele 
|: [oF scrou 10 | Wizard Stones 
10_ [Hypno Crowns 1 | Royal Crown 
1 Draw Scroll 10 | Wizard Stones 
20_| Royal Cronns 1 | status Atk 
1_ [item scrol 10 | Wizard Stones 
je ene A Enge 1__ | Gambler Spirit 10 | Wizard stones 
100 [Fast Shoes 1 | Accelerator nk rere ikan es 
100 | Dragon Skins 1 | Glow Curtain Ol enen ier was 
100 | Cactus Thorns 1 | Hundred Needles ese EE 
2 pin 1_ [Dark Matter 1 | Shaman Stone 
10_[Giant's Rings 1 | gaea's Ring Le Een nl Dele 
100_| Malboro Tentacles 1 [ Moon Curtain ss 
50 | Barriers 1 | Aegis Amulet 
1_ [bark Matter 1 | Luck Scroll / 
100 | Bomb Fragments 1 | Bomb spirit 
50 [Energy Crystals 1 | Samantha Soul 
100 [Whispers 1 | Healing Ring 
6 be 1__ [shaman stone 1 | Rosetta Stone 
er, 2_[kPup 1_| HP-J Scroll 
2 |strup 1 | stru scrolt 
2 Vit Up 1 F Vit-J Scroll 
5 2 _[Magup 1 | Mag-J Scroll 
2 _[sprup 1 | spr scrolt 
2 _[sodup 1 | spd-J Scroll 
2 |tuckup 1 | Luck Scroll 
1 | Doc's Code 


Elixirs 


16) ITEMS GAINED USING MENU ABILITY MED 
P 


of original item 


Potions 
Potion+ 
Hi-Potions 
Hi-Potion+ 
X-Potions 
Phoenix Downs 
Hero-trials 
Heroes 

Holy War-trials 


Geezard 
Funquar 
Bite Bug 
Red Bat 
Blobra 
Gayla 
Gesper 
Fastitocalon-F 
Blood Soul 
Caterchipillar 
Cochatrice 
Grat 

Buel 
Mesmerize 
Glacial Eye 
Belhemel 
Thrustaevis, 
Anacondaur 
Creeps 
Grendel 
Jelleye 
Grand Mantis 
Forbidden 
Armadodo 
Tri-face 
Fastitocalon 


Blue Dragon 
Adamantoise 
Hexadragon 

Iron Giant 
Behemoth 
Chimera 

PuPu (rare card) 
Elastoid 

GIM47N 
Malboro 
Ruby Dragon 
Elnoyle 


Tonberry King 
ns Wedge, Biggs 


… result 
(item) 


Potion+ 
Hi-Potion 
Hi-Potion+ 
X-Potion 
Mega-Potion 
Mega-Phoenix 
Hero 

Holy War-trial 
Holy War 
Remedy+ 
Elixir 
Megalixir 


Screws 
M-Stone Piece 
M-Stone Piece 
Vampire Fang 
Rune Armlet 
Mystery Fluid 
Black Hole 
Water Crystal 
Zombie Powder 
Spider Web 
Cockatrice Pinion 
Magic Stone 
Magic Stone 
Mesmerize Blade 
Arctic Wind 

Saw Blade 
Shear Feather 
Venom Fang 
Coral Fragment 
Dragon Fin 
Magic Stone 
Sharp Spike 
Betrayal Sword 
Dino Bone 
Curse Spike 
Water Crystal 
North Wind 

Ochu Tentacle 
Running Fire 
Sharp Spike 
Cactus Thorn 
Cactus Thorn 
Windmill 

Healing Mail 
Wizard Stone 
Dino Bone 

Bomb Fragment 
Dynamo Stone 
Steel Orb 

Life Ring 

Wizard Stone 
Fury Fragment 
Turtle Shell 

Red Fang 

Star Fragment 
Barrier 

Regen Ring 
Hungry Cookpot 
Steel Pipe 

Fast Ammo 
Malboro Tentacle 
Inferno Fang 
Energy Crystal 
Chef's Knife 
X-Potion 


17) BOSS CARDS 


of original 
boss card 


1__[ Fojin, Raijin 
Î Elvoret 

2 X-ATMO92 

1 Granaldo 
10_| Gerogero 
1__[lguion 

1__ | Abadon 
1 Trauma 
1__{oilboyle 
5 Shumi Tribe 
1 

1 

1 

4 


Krysta 
Propagator 
Jumbo Cactuar 
j0_| Tr-Point 
10_| Gargantua 
1_ [Mobile Type 8 
1 Sphinxara 

1 Tiamat 

1 BGH251F2 

1 Red Giant 
1__[Catoblepas_ 

1 Ultima Weapon 


17) GF CARDS 


GF card 


Chubby Chocobo 
Angelo 
Gilgamesh 
MiniMog 
Chicobo 
Quetzacot! 
Shiva 

Ifrit 

Siren 
Sacred 
Minotaur 
Carbuncle 
Diablos 
Leviathan 
Odin 
Pandemona 
Cerberus 
Alexander 
Phoenix 
Bahamut 
Doomtrain 
Eden 


PRANAL PANTS Te UI 


Refines | … result 
into … (item) 


1 | XPotion 
JO | Death Stones 
1 | Turtle Shell 

1 | G-Returner 

1 | Circlet 

1 | Cockatrice Pinion 
30 | Dark Ammo 
30 | oemofition Ammo 
30 | Fire Ammo 

1 | Gambier Spirit 
10 _f Holy Stones 

1 | G-Mega-Potion 

1 | Cactus Thorn 

1 | Jet Engine 

1 | Strength Love 
10 | Shell Stones 

1 | G-Mega-Potion 
10 | Flare Stones 
UN a Ee 

5 | Meteor Stones 

1 [| Rename Card 

1 | Ultima Stone 


(item) (item) 

LuvLuv Gs 3 | Gaea's Rings 
Elixirs 3 | Accelerators 
Holy Wars 100 | Heroes 

Pet Houses 3 | Elem Guards 
Gysahl Greens 3 | Samantha Souls 
Dynamo Stones 3 | Rocket Engines 
North Winds 3 | Hyper Wrists 
Elem Atk 3 | Magic Armlets 
Status Atk 3 | Royal Crowns 
Dino Bones 3 | Diamond Armors 
Adamantines 3 | Three Stars 
Glow Curtains 4 „ 


Black Holes 
Doc's Codes 
Dead Spirits 
Windmills 

Fast Shoes 
Moon Curtains 
Phoenix Spirits 
Megalixirs 
Status Guards 
Monk's Codes 


ee Oe en Pr en el 
ITEMS 


- 
\ 


[Obtaining valuable magic from items soon 


hist Eid HAVE YOUR GFS LEARN THE REQUIRED A IE! _ 


Magical Lamp. He 


ESTE PLAY CARDS 


0 obtain the cards early in the 
ters that yield these items until later. 


ELT USE “CARD MOD” 


Increasing HP, Vit and Spr 


100 of this 100 of this 100 of this 
Original No. Intermediate Na. Final No. magie increase magic increase _ magie increase 
vand required result required result gained HP by, Vit hy, spr by, 
Gayla Mystery Fluid 
Mesmerize Mesmerize Blade 
Abyss Worm Windmill 
LES) ie Jute Increasing Str and Mag 
100 of this 100 of this 
Ortoinal No. Intermediate No. Final No. magic increase _ magie Increase 
card result required result gained Str hi Mau by, 
Gesper | Black Hole 
Armadodo_ | Dino Bone 
a Tri-Face Curse Spike 
Only refine Quistis’ card Abyss Worm Windmill 
F3 See NoE KS Quistis* Samantha Soul 
Increasing EL arare card. 

Origmal__<_No. Intermediate Wo Fat mo Srmahers _Ancreasing ST 
card required result required result vamned tement 

Water Crystal Original No. intermediate wa. final No. Strengthens 

North Wind card required result required result gained Status 


Dynamo Stone 


Cockatrice Pinion Break Petrify 
Red Fang 


Venom Fang Bio Poison 
Betrayal Sword Confuse Confuse 
Ochu Tentacle Blind Blind 


[tems for weapon upgrades | Chefs ie Death Death 


In Final Fantasy VIII, your characters do not keep finding new equipment. Instead, they need to collect knowledge (in the 
shape of magazines, see next paragraph) and certain items. Once they have the correct knowledge and necessary items 
ri for a specific upgrade they can have their weapons altered at 

Squall s weapon upgrades any Junk Shop. There are Junk Shops in nearly every settie- 

ment your party visits. They ask very moderate prices for 

Name of weapon _ tiems needed keek their handicraft; the difficult bit is obtaining the items and 
magazines required … 


Revolver 
Shear Trigger 


dm er Hie EE Zell’s weapon upgrades 


Flame Saber Price In Gil 


Name of weapon _ Items needed lor parade 


Twin Lance TDino Bone, 2 Red Fangs, 

dm 12 Screws 

Punishment 1 Chef's Knife, 2 Star Fragments, 
1 Turtle Shell, 8 Screws 

Gon Heart TAdamantine, 4 Dragon Fangs, 
12 Pulse Ammo 


Metal Knuckle __[1 Fish Fin, 4 M-Stone Pi 
1 Dragon Fin, 1 Spider We 
TDragon Skin, | Fury Fragment 


TAdamanfine, 4 Dragon Skins, 
1 Fury Fragment 


: PEENAL FANTAS Te HI 


Irvines’s weapon upgrades Selphie’s weapon upgrades 
Name of weapon Items needed Ken le Name of weapon items needed ee le [ 


1 Steel Pipe, 4 Screws 


1 Steel Pipe, 1 Bomb Fragment, 
2 Screws 


2 Steel Pipes, 4 Dynamo Stones, 


2 M-Stone Pieces, 
Fragment 
2 Steel Orbs, 2 Sharp Spikes 


Crescent Wish {1 Inferno Fang, 1 Life Ring, E 
4 Sharp Spikes 

Strange Vision {1 Adamantine, 3 Star Fragments, 
2 Curse Spikes 


Quistis’ weapon upgrades Rinoa’s weapon upgrades 


8 Screws 
2 Dino Bones, 1 Moon Stone, 
2 Star Fragments, 18 Screws 


Price in Gl 8 Price in Gl 
Name of weapon Items needed lor uoerade Name of weapon Items needed lor uperade 


2 M-Stone Pieces, 1 Spider Web 
2 Magic Stones, 1 Sharp Spike 1 Shear Feather, 1 Magic Stone 
Red Scorpion 2 Ochu Tentacles, js 1 Saw Blade, 8 Screws 
EL 1Cockatrice Pinion, | Mesmerizel 
Save the Oueen [2 Malboro Tentacles, 4 Sharp Blade, 1 Sharp Spike 
Spikes, 4 Energy Crystals Shooting Star __ {2 Windmills, | Regen Rina, 
1 Force Armiet, 2 Energy Crystal 


(magazines, Limit Breaks and Weapons DN srLoarosran 


You can find issues of five different magazines all over the world. One of them, Timber Magazine, is the most 
common. When Squall examines one he automatically reads it. Timber Magazine is not stored in your inven- ef 
tory. Instead, after Squall has spoken to Selphie in front of the large wall screen at Trabia Garden, a synopsis 
of every issue you have found will be accessible on Squall's study panel in the 2F classroom at Balamb Garden. 
The other magazines are collectible items. Make sure to read every issue you obtain (by using it in the “Items” 
sub-menu) so that it will help you progress. While you can buy most issues of the various magazines in Esthar 
City, you will only reach this place late in the game. Try to find the issues before then in order to enhance your 
characters’ possibilities. Most issues can be found lying around in various places; a few of them are given to ee 
you after special events. This is what the magazines are for (and about): [5 


«: Ne had 8 « 5 


EE) 


ä 


WEAPONS MON APR 
J WEAPONS MON MAY 
B WEAPONS MON JUN 
WEAPONS MON JUL 
WEAPONS MON AUG 
WEAPONS MON IST 


Combat King OOT 
Combat King 002 
Combat King 003 
Combat King OO4 
Combat King 005 


Pet Pals Vol, 
Pet Pals Vol. 
Pet Pals Vol. 
Pet Pals Vol, 
Pet Pals Vol. 
[Pet Pals Vol. 


gmystery magazine whose 4 issues are hard to finds 
give clues on finding a mysteriouss6ns 


Occult Fan | 
Occult Fan Il 
Occult Fan II 
Occult Fan IV 
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FILL PANTAS Te HI 


| 

Triple Iriad is a card game which you can play against | 

| ij |) Ê | | ia single opponents all over (and sometimes out of) this | 
world. 


By playing and winning Triple Triad you can build up a formidable collection of cards. While the ongoing theme of 
the card game will provide an extra challenge wherever you happen to travel, it does not affect your adventure 
itself. In theory, you could finish Final Fantasy VIII without touching a card. However, you would deprive yourself 
of a rewarding pastime that can relieve tension in the aftermath of battles. Also, some cards are raw material for 
valuable items. You cannot sell cards that you have acquired but they can be rr 

[ef collected and 

[el refined into useful items (see “Items” chapter). 
Cards cannot be bought or refined from other items. You can only obtain cards by 

(el winning at Triple Triad; 

Gaf turning a monster into a card (using the “Card” Command Ability; this is explained in the 
_“Abilities" section of the “Junction” chapter); 


[pf obtaining a monster's, boss’s or GF's card after battle. Some of these cards are dropped randomly, others 
are gained automatically after a certain encounter. 


Fr Two players place cards in turn, one at a — — S 5 
Ai time, on a 33 grid called the Battle Alp There is à total of 110 diffe- 
m of the game Area. Your opponent’s cards are shaded | Types of Car dS rent cards. Most of them can 
reddish-pink, your own are shaded blue. A player can turn over the opponent's eng _be acquired any number of 
cards under certain conditions that are explained below. Basically, a card with ‚can hold up to 100 copies of each of these. However, 
a higher value on the side adjacent to an opponent’s card will turn the oppo- _& These are cards that only exist once. | 
nent’s card over when it is placed beside this card. These cards then adoptthe Player (Character) cards are rare, as is one speci: 
hue of the player who has turned them over. If there is no card or none that __\ &kcard of à lv 5 “monster”. There are Il different pictures in 
the player can turn over the player might choose to place his or her card on each card level. The card levels make up: 
another free tile. Cards that have already been placed cannot turn over an (al Monsters Ly 1-5 
opponent’s card that is being placed next to them later. [mf Bosses Lv 6-7 | 
The player with the most cards (of his colour) in the Battie Area whenall9tiles 4 
are filled wins (Screenshot 1). Depending on the trade rules the winner gains z Gs Lu 8-9 (rare) 
at least one of the cards his or her opponent used during the game. [md Players (characters) Lv 10 (rare) 
5 You can examine your collection by choosing the “Card” option 
Each card depicts the monster, boss, __ in fhe main menu, If you manage to gain a complete collection 


Card information GF or person (called Player for this this option will be marked with a golden star in the menu. | 
purpose) it is named after. The four | 


numbers are the values of each of the card's four sides. Each side has one of 
ten possible values: 1-9 or A, 1 is the lowest value, A is the highest. The higher ini 

these values the stronger the card. If a card has an elemental property (Fire, Obtaining rare cards 
Ice, Thunder, Earth, Poison, Wind, Water or Holy) this element’s icon is visible 
on the card (Screenshot 2). Elements are only of import when the “Elemental” 
rule applies (see below). 


Gameplay 
Triple Triad has several stages: 


Gal Challenge 

[ad Card selection (unless the “Random” 
rule is valid, in which case the com- 
puter randomly chooses 5 cards from each player’s deck) 

TD Placing cards 

Ml Evaluation 

Il Exchange of cards 

[ e | There are many people you can challenge to a card game. In most cases, these are peo- 

ple you will nearly always find in specific places, such as the owner of Balamb Town’s hotel or the little 

boy running around the 1F Hall in Balamb Garden. At certain moments in the adventure you can also chal- 

lenge Squall's friends while they are not in your party. Approach a person you would like to challenge 

and press the Il button. If this person simply responds by saying something he or she would tell you 

În normal dialogue you cannot play against him or her. If, however, the person reacts to your challenge 

you will be given an encouraging answer and asked whether you would like to play. After this the valid rules currently applying in this area 

are listed (study them closely!) and you are given another chance of backing out (Screenshot 3). If you wish to proceed with the card 

game give an affirmative answer. The Triple Triad screen will now appear and cards will be selected. 


# { 


maer 


174 


Zee Each player chooses five cards from his or her deck. There is an exception to this: If the “Random” 
rule applies both players’ cards are chosen randomly. In all other cases, players will choose cards with regard to their 
strength: The higher a value, the less likely it is to be beaten by the opponent's cards (Screenshot 4). Using higher-level 
cards (once your have obtained them) is not always as logical as it seems - even they usually have at least one rather 
weak side. For example, Oilboyle's card has 1-8-4-8, Rinoa's card has 4-A-2-A (read clockwise from the top), leaving both 
cards with two weak sides. So, careful selection of your cards is paramount to your success in the game. 


me computer chooses which player will begin the card game. It will 
place your ns 's cards for him or her. You can place a card one at a time in turn with your 
opponent until the 9 tiles of the Battle area are full. Cards are turned over automatically follow- 
ing the valid set of rules (Screenshot 5 + 6). The current number of cards held by each player 
(with their respective colour) is displayed at the bottom left and bottom right of the screen. 


Le when all 9 tiles of the Battle Area are full the computer will evaluate the outcome. A message stating 
that you have won, lost or that the game ends with a draw will be displayed (Screenshot 7). The game is then over and 
the winner receives at least one card from the loser (see trade rules below). If the game ends with a draw and the 
“Sudden Death” rule applies, you will automatically begin the next round. This will repeat itself until there is a winner. 


ARD EN oepenaino on the valid trade rule the winner gains at least one of the cards the loser has 
just used (Screenshot ). ). Sometimes the winner cannot choose which cards are exchanged or taken. This is explained 
in the "Trade Rule” paragraph further below. After the exchange of cards the screen will revert to the normal scene of 
the location you are in. The name of cards you do not yet own are written in blue to make your choice easier. 


Playing rules 


same A player turns over cards that have the same number 
values adjacent to at least two of the sides of the card he is cur- 
rently placing. This allows you to turn over strong cards that you 
could not best in values. Like “Plus” and “Combo”, this rule lea- 
ves the game's outcome open until the very end. You might still 
be able to win from an apparently hopeless situation. Of course, 
this is valid for your opponent, too. 


2 and 3 are adjacent to the top and right sides. 
This turns over the top and right cards 


Truus DAN adding to the same number as the card being placed on at least two adjacent 
sides (of the card being placed) can be turned over by the player placing the current card. A 
"Plus" situation is actually easier to achieve than Same” since only the end values count‚ not 
the single values. le. 1+ 6, 2 +5, 3 + 4 all add up to 7, whereas “Same” requires the numbers 
on the sides themselves to be identical. 


e 
- di The placed cards add up to g on the top and 

k right sides when the new card is placed. This 
< turns over the top and right cards. 


Cards turned over using the “Same” or “Plus” rules turn over adjacent cards in a 
chain reaction. A card turned over using "'Same'”, "Plus or “Same Wall" is treated like a newly- 
placed card. This means that it can turn over adjacent cards if its value is higher on the side in 
contact. Making this work requires considerable tactical thinking and is very hard without the 
“Open” rule applying. When “Elemental” (see below) applies the “Combo” uses the adjusted 
rather than the original values. 


Red is turned over as one of the two 
cards originally turned over has 
a larger value. 


HOW TO PLAY CHARACTERS _ INTRODUCTION 


JUNCTION 


SECRETS 


same wart BM rule uses the frame (wall) of the Battle Area as one of a card’s four sides when using the “Same” rule. The wall is 
assumed to have “A” value on all sides. This can be useful when playing with higher-level cards as it increases the possibility of turning 
an opponent’s card. 


ESES nis aaas random elemental properties to tiles in the Battle Area and changes the four values of each card depending on 
its elemental property. If the element of the card matches that marked on the tile it is placed on all four values will increase by one. If 
the element of the card does not match that of the tile it is placed on or if the card has no elemental property all four values of this card 
will decrease by one. The values of any card placed on a tile without an element symbol on it are not affected. When “Same” or “Plus” 
rules apply together with “Elemental” they are determined according to the cards’ original values, not the adjusted ones. 


AAN All cards face up, so you can see your opponent's five cards before they are placed on the Battle Area. This enables you to deve- 
lop card-placing tactics. However, your opponent can see your cards, too and will base his or her decisions on your chosen cards. 


Cards are chosen at random from each player’s deck; you have no influence over the cards the computer has you use. This is 
probably the least desirable rule of all as you often get to play with a rather weak selection. On the other hand, if you win these games 
this means you have mastered the intricacies of Triple Triad. If you are extremely unhappy with this rule you can refine all of your lower- 
level cards into items (see “Items” and “Junction” chapters) so that the computer can only choose among your strongest cards. 
Alternatively, you can try to make this rule become unpopular in the various areas of the world (see Flow Chart further below). However, 
this involves a long series of games and takes a considerable amount of time. 


Usually, only single games are played. So, even if there is à draw, the Triple Triad screen will be closed and you will 
find yourself back in the screen of your current location. However, "Sudden Death” automatically starts the next game whenever there is 
a draw. Both players will start the next round with the cards that had their colour at the time of the draw. The order in which players get 
to place cards first is reversed with every new game. The game series continues until one player wins. The cards will then return to their 
initial owners and an exchange takes place following the current trade rule. 


Trade rules 


Tone KM is the basic trade rule. The winner chooses one card from those the loser used in the game. 


However, you can try to take advantage of this rule: When your opponent places a card you do not yet own turn it over. Provided your 
opponent does not try to turn it over again, you will gain it after the game ends. 


The winner takes the number of cards by which he or she won, choosing from the cards the loser used 


The winner gains all of the cards the loser used in the game. 


Spreading rules 


Each area has its own set of rules. By 
repeatedly challenging people you will 
eventually cause your set of playing rules 
to be added to the new region's. You will 
in turn gain the local rules and export 
them to the next area. So, while you start m 
off with à minimum number of rules you Balamb __Balamb Town, Balamb Garden (Open) 
will accumulate a whole list of them _\ Galbadia Timber, Galbadia Garden, 


during your travels. Trade rules do not Deling City, D-District Prison Same __ 
accumulate; they are replaced by new _\Dollet __Dollet _ Random, Elemental 
ones as you play against people in various Trabia Garden, Shumi Village Plus, Random E: 
regions. Be aware that even if you back off__\ Centra. Winhill, Edea's House, Chocobo Forest Same, Plus, Random __ 
after challenging somebody this challenge ‘Fisherman's Horizon Fisherman's Horizon Ss 
still counts as a game played, thus helping a Esthar City 
to spread a rule. When rules change this is Lunar Base, Lunar Gate 
displayed as a message before the Triple 
Triad screen is closed. There is another en 
means of adding rules, however this is rat- 
her costly and might require some travel- 
ling. The Queen of Cards will help 


you spread certain rules 
(see further below). 


ta price 


Flow chart of how playing rules spread 


Ë AGAM Each time you challenge the Queen of Cards (see paragraph below) she will randomly change the trade rule, 

switching between One — Diff - Direct - All - One etc. From one rule she will change to the next or the previous one. For example, if she has 
just used “All” she will introduce “Direct” or "One" next. She will spread the rule she just used in the current area with a probability of 1:3. 
Introducing this rule to other areas also requires a complex set of steps as trade rules become more popular and decline in a cycle of 30 games 
(they reach their maximum popularity after 15 games). Popularity of the rule used in your first area grows as you challenge players there. 
When you challenge players in a new area often enough after having played 30 games in your previous one your trade rule should be introdu- 
ced to this new area. Talk to the Queen of Cards about the development of trade rules in order to gauge which rule is about to become esta- 
blished in other areas and which one is in decline. 


PLAY THE CARD GAME FOR THE FIRST 
TIME. RULES ARE REMEMBERED. 


WHEN YOU ASK SOMEONE TO PLAY CARDS IN A NEW AREA, ARE THERE ANY 
OLD AREA RULES THAT ARE NEW TO THE AREA? 


YOU ARE TOLD THAT “YOU KNOW _ Ì — | YOU ARE ASKED TO 


RULES UNFAMILIAR TO THIS REGION”. PLAY CARD GAME. 
AFTER THIS, YOU WILL BE ASKED x dS, sed 


VLET'S PLAY CARDS!” D JN 'T :- 


RANDOM RESULT NEW RULES ARE LEARNED RANDOM RESULT 
Í 
END OF CONVERSATION. END OF CONVERSATION. END OF CONVERSATION. END OF CONVERSATION. 
OLD RULES REMAIN. OLD RULES REMAIN. OLD RULES REMAIN. OLD RULES ARE FORGOTTEN. 
L 4 ë NEW RULES ARE LEARNED. 


NEW RULES ARE LEARNED. 


PLAY A CARD GAME WITH A MIXTURE OF OLD AND NEW RULES ;——— 


THE RULE IS SPREAD TO THE 
NEW AREA AND YOU WILL LEARN 
THE RULES OF THE NEW AREA. 


THERE IS A 1:7 CHANCE THAT THE COMPUTER WILL CHOOSE A RULE. DOES 
IT MATCH ANY OF THE RULES FROM THE PREVIOUS AREA THAT DON'T 
EXIST IN THIS AREA? (THIS REPEATS UP TO 3 TIMES). 


EN 


THE RULE IS REMOVED FROM 


THERE IS A 1:7 CHANCE THAT THE COMPUTER WILL CHOOSE A RULE, THE NEW AREA. YOU THEN 


DOES THIS RULE MATCH ANY OF THE RULES IN THE NEW AREA? | LEARN THE OTHER RULES FROM 
— THE NEW AREA, 
END OF THE GAME. OLD RULES REMAIN. RANDOM RESULT NEW RULES ARE LEARNED. 


At the beginning of your adventure you will see à woman standing 

The Queen of Cards _ cutside of Btamò rouns raiway station (Screenshot 9). As she 

will tell you when you address her, she monitors and “'enforces” 

the card rules of the world. She will introduce a new rule to the region if you pay her 30.000 Gil, When asked 

she will also explain how playing rules are passed on and give you an indication of how the trade rules are deve- 
loping. 


There is a group of veteran card players at Balamb Garden that 
The EC group keeps somewhat to itself. These elite players hold some rare 

cards and will only makes themselves known to you after you 
have won quite a number of card games at the Garden (Screenshot 10). When you challenge 
them in a certain order they will make themselves known to you one by one until, at the end, 
you can play against the legendary CC King. 
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cards j 


Tips 


tip You will automatically receive some rare cards after certain boss encounters. Wait until you have a few of these strong 
cards in your collection before playing Triple Triad. Otherwise your first games will be rather hard to win. 


tip When choosing your cards, try using four cards that are optimised for specific corners of the Battle Area plus one card 
with at least three strong sides. For example, Minotaur, Sacred, Tiamat, Raijin+Fujin and Red Giant are a good choice. 


tip Do not spend too much time playing consecutive card games. SeeDs have other duties, too. Rather, come back for a 
few games after having achieved something else such as ridding the world of a few monsters. 


Rumour has it that there is a person in the Balamb area who can set the playing rules back. If you have picked up a 
whole list of rules complicating gameplay, find this person and win against this person before challenging people with 
valuable cards in Balamb Town or Balamb Garden. You will now have a much easier time gaining cards in that area. 


When “Same” rule applies try choosing and placing your cards so that their sides will reach identical values even 
without the opponent’s cards. 


Most cards can be obtained by winning card games against other players (this is not sx Ee. 
The cards specifically listed in the entries below). Some rare cards can only be obtained this 

way. This will be mentioned in the card's description below. The instruction ‘Use 

Card" means that one character should junction and use this Command Ability during battle. The monster that 

this ability is used on will turn into a card of the same name. ‘Use “Card” on …' means that you have a very 

slight chance of gaining this card by turning the monsters listed into a card. However, they will more likely turn 

into the card named after them. “Events” shows some of the events from 


LEVEL 1 MOA STER Which you can obtain cards (Screenshot 11). 


AAF 
/ uus 6 
3 | 20 
1 
nn 
* use “Card” * use “Card” 


* use “Card” * use “Card” 


* might be dropped after battle * might be dropped after battle * might be dropped after battle * might be dropped after battie 
* events: The first time you are given * events: The first time you are given * events: The first time you are given 
cards; address the pub owner upstairs cards; address the drunkard in Timber's cards; address the pub owner 


in Dollet's pub. pub. upstairs in Dollet's pub. 


* use “Card” 


* might be dropped after battle * might be dropped after battle * might be dropped after batte 
id barà The first time you are given ke er The first time you are given id es The first time you are given 
cards. cards. cards. 


MONSTER 
CARDS 


> 


+ use “Card” + use “Card” + use “Card” 
+ might be dropped after battle + might be dropped after battle + might be dropped after battle 
+ event: The first time you are given 
cards. 


suse “Card” 
* might be dropped after battle 
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* use “Card” 

| might be dropped after battie 

* events: Address the pub owner upstairs 
in Dollet's Pub; gained after defeating 
two Galbadian soldiers in Timber. 


* use ”/ 
W inte De dropped after battle 


« might be dropped after battle 
+ event: Address pub owner upstairs in 


suse “Card” 
* might be dropped after battle 


* use “Card” 
* might be dropped after battle 


gi 


A ek dropped after battle 


e Ee e iopoed after battle 


* use “Card” 
* might be dropped after battle 


EEN MONSTER 
CARDS 


* use “Card” 
+ might be dropped after battle 


* event: Address drunkard in Timber's 
pub. 


NAME 


Snow Lion 


NAME 


Cactuar 


in Dollet's pub. 


NAME 
Fronberry 


«might be dropped after battle 
|» event: Address drunkard in Timber's 
pub. 
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NAE 
[abyss Worm 


MONSTER 
CARDS 


rurtapod 


HOW 70 OBTAN 
* use “Card” 
* might be dropped after battle 


waw 
[uysage 


* use “Card” 
* might be dropped after battie 


* use “Card” 
* might be dropped after battle 


we 
[ron Giant 


might be dropped after battle 


NAME 
[rive Dragon 


[TEEMENT 


* use “Card” 
+ might be dropped after battle 


Card” 
* might be dropped after battle 


NAME n 
VALUES e 
E 85 
4 4 


use “Card” 
+ might be dropped after battle 


* use "Cai 
+ might be dropped after battle 


TT 
+ might be dropped after battle 


5 EE ok battle / 


encounter 


‘NAME 


Elastoid 


* use “Ca 
* might be dropped after battle 


Ä 4 


+ use “Car 
* might be dropped after battle 


[malbo 


use “Card” 
* might be dropped after battle 


NAE 
[ruby Dragon 


* might be dropped after battle 
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use “Card” 
* might be dropped after battle 


NAME 
Fronberry King 


* use “Card” on SAMOBG or Red Bat 


* use “Card” on Death Claw or Blobra 


* use “Card” on Cactuar or Gayla 


En 
ard” on Tonberry or Gesper 


Soul 


* use En on Abyss Worm or Blood 


[oithoyte 


* use “Card” on T-Rexaur or Grat 


* use “Card” on Bomb or Buel 


use ”( ” on Blue Dragon or 
Anacondaur 


RS 


HARACTE 


€ 


HOW TO PLAY 


Ed 
= 


CTION 


JUN 


MONSTERS 


Pp 
ed 


SECRETS 


* use “Card” on Behemoth or Grand 
Mantis 


pen 


[TT ELEMENT 


HOW TO OBTAN 
* use "Card” on Chimera or Forbidden 


NAME 


ima Weapon 


HON TO OBTAN 
* use “Card” on Elastoid or Tri-face 


* event: Win from boy running around 
Balamb Garden's IF Hall or from girl 
outside of library. 


EN en CE 


vws 9 E 
Ë 3,6 
7: 


* event: Win from Watts on the train (pre- 
sidential kidnapping mission) or aboard 
the White SeeD ship. 


mf 
vauves 3 
É Teer À 


* event: Win from CC King. 


[TME 
HOW TO OBTAIN 
* event: Befriend the chocobos of all 


Chocobo Forest, then visit the Chocobo 
Shrine. 


es 
Quezacotl D) 


vws 2 \ 
Ĳ 4 9 ) 
9 P] + 


* event: Win from mayor Dobe at 
Fisherman's Horizon. 


* event: Give Girl Next Door to Zone 
aboard the White SeeD ship. 


* dropped after battle 

* event: Regain it after giving it away by 
winning it from Martine Dodonna at 
Fisherman's Horizon. 


[* event: Win from the pub owner upstairs 
in Dollet's pub. 


Ísacred 


* dropped after battle against Sacred 
and Minotaur 


+ dropped after battle against Sacred 
and Minotaur 


* event: Win from the CC Queen. 


NAME 
[piabios 


* dropped after battle 


ws 7 
Ä de A 
1 


* event: Win from CC Joker. 


4N 
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* event: Win from the hotel owner in 
Balamb Town or from the girl in his 
house. 


* event: Win from Piet at the Lunar Base 
or later at the Landing Zone of the 
escape pod. 


* event: Win from the assistant in Esthar f 
City's presidential residence after 
having lost the Doomtrain card to the 
Queen of Cards. 


8 


none 


| tor 10 05TAN 
[* dropped after battle 
Í 
Í 
Í 


cl 


* event: Win from the barkeeper in 
Timber's pub after having lost Ï 
the Alexander card to the Queen of | 
Cards. | 


| |* dropped after the battle against Ultima 


Weapon 


|” ent: Win rom man In bigek alongside 

Deling City's shopping mall after having 
|_tost the MiniMog card to the Oveen of 
Cards, 


* event: Win from Ellone in the Lunar 
Base. 


* event: Win from Selphie’s friend in 
Trabia Garden 


PLAYER (cl 
CARDS (rare 


racter) 


[+ event: Win from Dr. Odine in his lab or 
in the presidential residence in Esthar | 
City. Í 


NN 


EN | 
MN © 


* event: Win from a member of the Trepe | 
Fan Club in Balamb Garden's Cafeteria 
or in the 2F Classroom. 


[* event: Win from Flo in Fisherman's 
|_Horizon after having lost the Sacred 
card to the Queen of Cards. 


Ï r 
[* event: Win from Zels mother in Balamb 
City (with Zell in the party). Í 


Ig 


event: Win from Major Caraway in 
Deling City after having lost the frit 
card to him. 


E 


* event: Win from Edea at Edea's House. 


* event: Win from Cid in Balamb Garden 
or at Edea's House. 


* event: Win from Laguna in Esthar City's 
presidential residence or aboard 
Ragnarok. 
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secrets 
Discovering secrefs 


The world Squalt and his friends are discovering is not only fraught with unknown dangers. It is also full of 
mystery and secrets ta he uncovered. This chapter helps you find and solve some sub-quests, obtain speci- 
al items and generally make more of your adventure. 


eN 


along in your party. Also, details such as messages on notice boards or computer displays might change during 
the adventure. We leave discovering those little extras (that make for an unparalleled atmosphere) up to you. 
The sub-headings of this chapter indicate where the sub-quests take place or what to expect. They are very roug- - 
hly in an order from more obvious to very inconspicuous. SeeD rank is an exception: As most players will be con- 
cerned about the parameters influencing their rank from the outset, this answer is given at the very beginning. 
Of course, you might well have found some or all of the secrets on your own. As all of the information is a give- 
away we do recommend that you only look it up in dire need. But decide for yourself. 
S aË D Ra n k missions will determine your SeeD rank upon gra- 
duation, After that, your rank will be influenced by 


your choices, your behaviour and the outcome of certain battles. If you have been won- 
dering why you keep getting demoted, here are the answers. (Screenshot 1) 


As you travel around the world you will find that certain scenes might vary slightly depending on whom you take 


How you fare during the Fire Cavern and the Dollet [ 


For graduation you will be judged in the cate- 


Initial Seel) fest: Fire Cavern gories Conduct, Judgement, Attack, Spirit and = 
and Dolle { m issions Attitude. You will receive a score (in leaps of 10) between O and 100. These 


scores are added up and divided by 5 to obtain your overall rank. You will be 
awarded à bonus of 100 if you meet a very special requirement. The maximum rank you can graduate with is 10. 


MS adik 


SCREENSHOT 2 


You are judged according to the time left from the countdown after the Dollet mission. The faster you com- 
plete the mission, the more points you are awarded. If you return to the beach with 25 minutes left, you will receive 100 
points, 20 minutes left will earn you 70 points; 15 minutes left will earn you 40 points. If you have 3 minutes left you will 
receive 10 points; anything less than that means 0 points for conduct 


This is calculated from your Fire Cavern quest (Screenshot 2). Your points are awarded depending on how 
close to your chosen time limit you defeat Ifrit. If you decide you need 30 minutes and then defeat Ifrit with 1 minute left on 
the clock you will receive 70 points. For 100 points you need to finish the battle with 7 seconds or less remaining. If you need 10 minutes less than estima- 
ted you will receive 40 points. Should you need 15+ minutes less than you estimated you will not receive any points for judgement. 


This score is based on how many enemies you defeat during the Dollet mission without using GFs. Defeating more than 75 enemies will earn 
you 100 points, defeating 20-24 opponents earns you 50 points. For 10-14 defeated enemies you will receive 20 points; below 10 defeated opponents means 
0 points for attack 


This score is calculated from the number of times you escape from battles during the Dollet mission. One escape still allows you to gain 100 
points, 2 escapes lower the score to 70 points. 5-9 escapes reduce the number of points to 30. If you run from battle more than 10 times you will not recei- 
ve any points for spirit. 


Your attitude starts out with 100 points. These will decrease with the number of penalty points you “earn” during the Dollet mission. Adhere 
to the following to avoid receiving penalty points: 


ENS HOT NSHOT 4 


EB Don't talk to anybody outside your party. This is a military mission, not a day off! 


[B Don't walk to the communications tower from the town square with Seifer's 
HP at 0 (Screenshot 3). 


(d Don't jump down the ledge outside the tower after Selphie does (Screenshot 4). 


[Make sure you shoo the dog away in Dollet's town square while fleeing from X- 
ATMO92. 


(ad Don't hide in the pub while X-ATMO92 stomps past you. 


You will be awarded 100 bonus points if you manage to defeat X-ATMO92. 
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Seed rank evaluation throughout the adventure 


The best means to increase your SeeD rank over time is to fight battles without summoning your GFS. 
Try battling more than 10 monsters in this manner in-between salary payments. This will increase your evaluation 
points and (in the long run) your rank. If you spend too much time simply wandering around or endlessly playing 
cards you will eventually be demoted. Since you will encounter nastier monsters as you progress ín your adven- 
ture, the quickest means of completing your battle rounds is to seek out monsters in the areas you visited early in 
the game. The beasts of Balamb Island or those of the Hasberry Plains around Dollet are easy prey for experienced 
fighters (Screenshot 1). 


rentensuor 1 


[events Your behaviour during and success at certain events also influence your rank. Here are some of them: [se 


Don't try to leave Balamb Garden through the South Gate on graduation night and before goïng to sleep 
after rescuing Ellone in the Training Center. If you try to leave three times you will be demoted. 

2 You will gain a SeeD rank level if you don't get caught by the red and blue soldiers patrolling the 
presidential train while entering the codes during the hijacking mission. If you are detected more 

than 10 times (meaning you need more than ten consecutive attempts), however, you will be demoted 
(Screenshot 2). 

If you use the escape option on the map while exploring the Tomb of the Unknown King you will 
immediately lose one SeeD level. 

4 You can gain two SeeD levels at the Galbadian missile base. Always try to talk your way out of the encounters with the 
Galbadian soldiers that confront you and pass on the correct message to the soldier in the missile hanger (after having spoken 
to the two soldiers on the balcony). This will avoid accumulating penalty points. If you set the self-destruct timer 

at 10 minutes your points will not be affected. If you choose 20 minutes your evaluation points will decrease a little; at 40 
minutes they will decrease considerably. 


5 After defeating NORG, don't consent to show some magic to the boy outside the 2F classroom. If you do you will be told off 


REENSHOT 2 


w 


and demoted, Fseneenswor 3 
6 You can be demoted before even taking the SeeD exam. If you show your Gunblade to the boy outside id & 


the 2F classroom you will be told off. Your SeeD rank will decrease by one upon graduation. 


7 Use the dog to find Raijin during the Galbadian occupation of Balamb City in order to gain 
a SeeD level (Screenshot 3). 


8 Follow the Laguna statue sub-quest at Shumi Village right to the end to increase 
your evaluation points. 


9 If you manage to defeat Ultima Weapon in the Deep Sea deposit you will gain à SeeD level. 


. ï Feeling lazy? You 
Answers to written SeeD test Ragnarok’s auto-pilot son eea ta seer 

Ragnarok around the 
world manually. After take-off, press the 
SELECT button to bring up the world 
map. Press the button two more times 
to access the most detailed map and 
move the cursor to the destination of 
your choice. Press the @button to 
make Ragnarok fly there on autorpilot 
(Screenshot 4). 


Once Squall has passed his practical SeeD exam, you can raise his SeeD [se REENSHOT 4 
rank at anytime by passing the SeeD test. Remember that you can only 
take the test up to the level of your current rank. If Squall is, say, SeeD rank 
20, you can take the level 1-20 tests, but not the level 21 test or higher 


ones, 

Here are the correct answers for each of the 30 levels of the test. "Y” 
means answer with "Yes; 'N” means answer with "No". Try taking the 
test without using this table first and check the answers afterwards: It is 
an excellent way of learning how the game works. 


TEST [QUESTION NO. 
LEVEL| 1 2 


Magazines 


This magazine specialises in 


sBsaaRon- Ben mukeN- 


3 4 5 6 1 8 9 10 
EN Dy EN DN BREN 
KN KAK 
NN EN EEN y MN BEN 
NE yv N EN EN 
NEN EN yvy EEN NN Y BN y 
vn NN Ey EN 
KA KS KA KET 
NN EE y EN EN y_n 
NY NN EN NN MU y 
VEN N BUEN OE N EUN Y_N 
En EE EN BEEN HEN y î ee 
RR On OK On OK coaching martial artists. Read 
KEN NN DEN EN BEN every issue you obtain so that 
CN nne Zell can learn new Limit Break 
EN EN EN ENE y HEN yv 
an On Rn On OK techniques (Screenshot 1). 
KEN NN EEN HN Y HEN 
Y_N EE y HN ENEN EN 
EN EUN Y EN BNN MU Y 
KAR EN KA WCM o-oistrict Prison, IF. The magazine is in a box in the right-hand 
al Y Y Y x N N Y Y Y, N cell (when facing the cells). 
Bea ON N N Y N N N Y Y N 
rk mn N L zi h4 N Kd " Mi ERE satamb town, at the hotel. Raijin drops the issue after you 
DENN EN yv Y NEN _Y NCS _N have defeated him. (Disc 2) 
Nv ON EN BENN NE 
NEN YEN ON NEN ENEN MNN _N 
__ 4 N N De Y Y N Y N N 
BENEN N ENEN Y EEN ENEN MNN 
NN ON NEN RE Y DU NN 
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Toos Balamb Town, at the hotel. First, talk to the pony-tailed girl at the libr- 
ary reception at Balamb Garden with Zell in your group. Visit the library 
repeatedly and talk to the people there (there is a total of six different dialo- 
que events in the library with and without Zell in the group, although you do 
not need to experience them all). When you next visit Balamb City, enter Zell's 
house and talk to his mother. She will tell her son that he has had a visitor. 
Next, rest at the hotel in Balamb Town. When you leave your room in the mor- 
ning, Zell will be engrossed in a conversation with the young librarian. She will 
hand him the magazine. The more library events you have experienced the 
more you will overhear of Zell's chat with his admirer. (Disc 1) 


EREN estnar city, on the walkway crossing above the yellow ifter tube. Talk 
to the Esthar soldier before the Lunatic Pandora is sighted, Talk to him again 
during the countdown for the Pandora's flight across the city. If he runs away, 
follow him and address him again to receive the magazine. (Disc 3) 


Toos Lunatic Pandora, on the floor of the cavern to the left of elevator 3 
(upstairs), if you found the second old Key (near the pipe segments) as 
Laguna. (Disc 3) 


Ti You can only upgrade the cha- 
racters’ weapons to the models 
described in this magazine. Read 


each issue after obtaining it in order to expand the upgrade list. It will also tell 
you which items you need for the upgrade (Screenshot 3). 


You can obtain the issues of Weapons Monthly here 


ist B Esthar, on the floor of Lunatic Pandora Laboratory. (Disc 3) 


[MAR Dollet, on top of the Communications Tower. Elvoret will drop it after 
the battle. (Disc 1) 


IE 8 Balamb Garden, on the desk of Squall's new SeeD room (single) after 
graduation. (Disc 1) 


Kladardd Deling City, in the Sewers; accessible via the manhole at the back of 
the Presidential Residence (Screenshot 4). (Disc 1) 


} Galbadia Missile Base, monster BGH521F2 drops it after the battle. 
(Disc 2) 


Sl Balamb Garden, near the fallen logs in the Training Center. (Disc 3) 


[Au el Trabia Garden, a few paces in front of the statue, near the bottom of 


the screen. (Disc 2) 


SCREENSHOT 3 SCREENSHOT 4 


On the floor of the train to Timber. (Disc 1) 


AN d In Rinoa's room in the mobile Forest Owl HO. Enter the com- 
partment again after meeting Rinoa (the bed is made up into a couch). 
(Disc 1) 
n en 
d Timber, for sale in the Pet Shop (1.000 Gil) (Screenshot 6). 
(Disc 1) 
ee nd 


& Timber, for sale in the Pet Shop (1.000 Gil) (Disc 1) 


Esthar City, for sale in the Pet Shop (1.000 Gif) (Disc 3) 
ne 


Esthar City, for sale in the Pet Shop (1.000 Gil) (Disc 3) 


NB: If you don’t find Volumes | and 2 
you should be able to buy them at 
the Pet Shop in Esthar City (at 1.000 
Gil each), 


These magazines can be found 
in many places. When you disco- 
ver one Squall will automatically read it without your seeing any of its 
contents. Timber Maniacs do not show up in your inventory. Instead, 
Selphie automatically adds a synopsis of each issue to the Balamb 
Garden Network (Screenshot 7). You can read about “Sir Laguna's” 
exploits at Squalls study panel in the 2F classroom at Balamb Garden. 
It is not in the main menu. You must look under entries of the School 
Festival Committee. Selphie will begin to add these entries after you 
have spoken to her in front of the wall screen at Trabia Garden. 


BALAMB TOWN > Balamb Station, near the train signal on the 
platform (before you ride to Timber on the liberation mission on), 
TIMBER > Timber Hotel, on the table of the hotel room. 
TIMBER > In the office at the far end of the Timber Maniacs 
building, on the floor to the right. 

DOLLET? In the pub, upstairs, on the card table to the left 
DOLLET> Dollet Hotel, on the desk of the hotel room. 

DELING CITY > Deling City Hotel, underneath the bed in the 
middle of the hotel room. 

FISHERMAN'S HORIZON > Faentensnor 
F.H. Hotel (Screenshot 8), near the E 
back of the hotel room (upstairs in the 
Shop building) 

FISHERMAN'S HORIZON > In the 
artisan’s (Grease Monkey's) house up 
the railroad tracks near the station, 
TRABIA GARDEN » In the back 

of the graveyard. 

WHITE SEED SHIP > On the bridge, Tse 
to the left of the helm 

ORPHANAGE (CENTRA) > On the 
floor of the devastated main room. 
CENTRA RUINS > There is no maga- 
zine here but if you visit the ruins 
Laquna's story about this place will be 
added to Selphie's database. 


y 


REENSHOT 8 


FEIN ELK TAS Te Ul 


Hi 


ToccuLr FAN 1: 
ToccuLr FAN Ii: 


[occur FAN it: Fisherman's Horizon upon ie 
your first arrival, on the pier jutting out beneath 
ich connects the cylindrical red- | 

and-white building and Balamb Garden. Climb 

down the ladder of this building (you have to do 

this on your first visit to F. H.) and talk to the old 
fisherman whom Balamb Garden nearly rode into, 
(Screenshot 1). He will give you the magazine. (Disc 2) 


AEEETEEZNNA estnar city, in the haliway of the Presidential Palace. 


_< Talk to the guard to the left of the great door. He 
will drop the magazine after leaving. (Disc 3) 
NB: If you don't find Occult Fan magazines you 
should be able to buy them at the Book Shop in 
Esthar City (at 35.000 Gil). Occult Fan | and Il will 
only be for sale if you have the ability “Familiar”. 


After bringing the seu 
next. The minerals sp 
vide you 
with hints. 


THIS IS WHERE THE 

STONES ARE LOCATED: 
orkshop and examine the big bluish 
je first stone. (Screenshot 4) 
tto the path between the two houses 
ot 5) 

is growing on the cliff between the Elder's house and the 

rect spot Squall will climb up and retrieve the Life stone, 


it 
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Winhill | - ue vg Dn eBE 
move around, taking Zell and 


Quistis along. You can now enter the large manor on the village square. Talk to the owner and listen to his com- 
plaint about a missing vase. In fact, the vase has been broken and scattered all over Winhill by cheeky chicobos 
(baby chocobos). If you collect its four fragments and take them to the owner of the manor he will reward you 
with a Holy Stone (Screenshot 1). 


HERE IS WHERE TO LOOK FOR THE FRAGMENTS: 


Look at the armour in the hall of the mansion (press the © button) when Quistis is in your party. You will be surpri- 
sed to see the armour move! A chicobo will scuttle away, leaving behind a vase fragment. Look at the broken heaps 
of armour (by pressing the © button) to find it. 


[Il Enter Raine's house on the village square and walk upstairs. Talk to the owner and go back downstairs. Examine the 
flowers at the bottom right of the screen. A vision of Raine will appear and turn into a cat. Examine the 5 ot next 
to the cat on the counter to receive a vase fragment (Screenshot 2). 


il as you draw close to the lone, flower-laden house the old lady will hurry 
flowers at the front of the scene (near the bottom of the screen) (Sct 


il The path through the fields is no longer empt: 
path, Stand facing either the 
chicobo crosses in Tone of en 


Pinion or Gysahl Greens. You : ) out to 
harass it a little more after thaf 8 ; oming a journalist, If you ei 


don't exaggerate… - to pu Ü il 
| ome rn; list and reward you wi 
8 Î ‚N, g on Disc 2. If you don 


After defeating BGH251F2 for the second time and 
having talked to Rinoa, walk back towards Balamb 
y Garden. On your way ( oi , er you have won 
there Irvine _ will Ë at Balamb Garden, 
address you. Have IK WI 
Squall and Irvine visit k " Garden's IF 
Grease Monkey (the ‚ hall near the 
house is up the railroad directory will reveal xistence of a Card Club, whose members hold great pre- 
| tracks to the right of _ stige … and some rare cards. Win against the members of this group (in a specific 
the town square). You order) and you will id ine en greater esteem. All of these players can be 
BEN willfindtheartisanina _ foundinBalamb Garden. 
heated ramen with a soldier. Leave the house and r i 1 je 
enter a second time in order to break up the argu- s n the following places: 
ment (the soldier will be gone). Grease Monkey will 
reward you with a Mega Phoenix. 


FEANAL PANTS Te Ul 


Hi î » ®, » 
(rrinding the Queen of ( ar ds This mysterious woman likes to travel. She will move on after you have lost a rare 
card to her. Here is where you can find her and where she will most likely travel to 
after leaving this location. If she announces that she will be going far away you 


will probably find her at Lunar Gate on the Great Plains of Esthar. mn 
à | WR 
je À 


LOCATION MOST LIKELY DESTINATION 


Balamb Town, outside the station 

Deling City, at the hotel reception 

Dollet, upstairs in the pub 

Trabia - Shumi Village inn, at the reception 


Winhill, at the hotel reception 

Fisherman's Horizon, near the Save Point 

Esthar City, in the hall just inside Lunar Gate 
the Presidential Palace 

Esthar - Lunar Gate, in the main hall Unpredictable 


Due to the "Ran- 
dom’ rule, winning 
a game can be rat- 


(Avoiding the loss of 
powerful cards her difficult as the 
computer _ often 


chooses weak cards from your deck. If your mind is set on obtai- 


Ts ning powerful and rare cards rather than building a complete 
abi If you have ever groaned collection, try the following: Refine all of your regular monster 
Aboli hing ard rules after having been forced cards into items, only keeping level 8 and 9 (GF) as well as level 
touseweakcardsdueto 10 (people) cards. Enna l 

the "Random" rule, there is hope: There is à student of Balamb Garden pas- Then challenge the — 


sing his time in Balamb Harbor. If you challenge him to a game he will dele- people you know 

Un js. — te all the rules you have previously are holding rare 
TE pe EZ | helped to spread. The only rule he cards (see above). 
en 


acknowledges is “One”. This is valid This way, even with 
for the Balamb area including Balamb _the computer ran- 
Garden. Make use of this to challenge _domly picking 
the Balamb Garden players and in par- cards for you, there | 
ticular the-CC members. You should is à much higher L__— 
have far less trouble beating them all, likelihood of your winning the game and the coveted card. 


| 


EN RAGGENDE wriie the cities are no longer open to you on Disc 4 you will still get a chance to win some valuable cards. 

From Ultimecia's Castle, make your way down the giant chain (or from Edea's house, walk up the giant chain) and ride chocobos to reach 
Ragnarok (see “Walkthrough” — Disc 4). Once you have your spaceship back you can travel freely around the world. The CC group will be 
assembled on board if you have beaten them all earlier. They are likely to hold Level 8 or lower cards. Also, you can find the Queen of Cards. 
She is now at the Emergency Landing Site of the Lunar Base escape pod in south-eastern Esthar, on the Abadan Plains. This is not visible 
from above. You will enter this site automatically if you walk over the correct spot on the peninsula. 


How to obtain it 


SECRETS 


Lose Chicobo card to the Queen of Cards, then play with the man sitting on the bench outside the Balamb Garden librar 

Play with CC King in Balamb Garden 

Play with the running boy in the IF Hall in Balamb Garden 

Get the buried items from all of the Chocobo Forests, then visit the Chocobo Sanctuary in Grandidi Forest in northern Esthar. 
Play with Mayor Dobe upstairs in the mayor’s house in Fisherman's Horizon (Screenshot 1 

Play with Watts aboard the White SeeD ship (Screenshot 2) 

Give “Girl Next Door’ to Zone aboard the White SeeD ship (after addressing him repeatedly) 

Win the battle against Ifrit in the Fire Cavern on Balamb Island, then win it back from Martine in F.H. after losing it to Mayor Caraway. 
Play with the pub owner upstairs in Dollet's pub 

Win the battle against Sacred and Minotaur in the Tomb of the Unknown King in Galbadia 

Win the battle against Sacred and Minotaur in the Tomb of the Unknown King in Galbadia 


secreis 


How to obtain it 


Play with CC Heart in Balamb Garden 


LEE SNTE Lose MiniMog card to the Card Oueen, then play with the man 


Play with CC Joker in Balamb Garden alongside Deling City's shopping mall 
ainst Odin ìn the Centra Ruins Play with Ellone in Lunar Base re 
Play with the man or the girl outside Play with Selphie’s friend in Trabia Garden me 
Balamb Town's hotel Play with Trepe Fan Club member No! in the Cafeteria at 
Balamb Garden (Screenshot 1) 
ithPietinthelunarBase Lose Sacred card to the Queen of Cards, then play with Flo 
Give Doomtrain card. to the Card Queen, then play upstairs in the Mayor's House in Fisherman's Horizon 
with the assistant in the Presidential Palace in Play with Zel's mother in her house in Balamb Town 
(Zell must be in your group) 
gaïnst Bahamut in the Deep Sea Play with Rinoa's father in Deling City (in Caraway’'s Mansion) 
Research Facility se after losing the Ifrit card to him 
Doomtrain Lose Alexander card to the Queen of Cards, then Ede Play with Edea at Edea's House 
play with the barkeeper in Timber's pub pla din! 
Win the battle against Ultima Weapon in the Deep _ 
Sea Deposit 


Chocobo Forests) deg 


CA garomnn canve crossed 
Chocobos, big yellow riding birds, won't be much needed while you DE ct cessie tor 
have other means of transport. However, there is one card you can Fiad 
only get at the secluded Chocobo Sanctuary, which can only be rea- 
ched astride one of the birds, Also, you will need to ride a chocobo 
to reach Ragnarok from Ultimecia Castle on Disc 4. If you don't want 
to go through the process of catching the birds each time you need 
one and would also like to save the 1.200 Gil for Chocoboy's help 
(see chapter "How to play”), here is how to proceed. 


Listen to Chocoboy's explanation in the first Chocobo Forest you visit, 
then examine the screenshots. Spots where you can make chicobos 
(baby chocobos) appear and disappear are numbered on the screens- 
hots. Move to the whistle point indicated in the table and use the 
ChocoSonar to verify your position. Next, use the ChocoZiner. Follow 
this for every whistle point indicated in the table. Once there is only a 
single chicobo left, talk to it by pressing the @ button, and the big 
mother chocobo will appear. Now use the ChocoSonar to find the spot 
marked "X” on the screenshot. Call the mother chocobo to your aid with 
the ChocoZiner. She will now dig up one or more hidden items for you. If 
you address Chocoboy again, he will tell you that the birds consider you 
“one of them’. You can now return to this Chocobo Forest at any time 
and a mother chocobo will be waiting here for your convenience. 


1) THE BEGINNER'S FOREST (TRABIA - WINTER ISLAND, NEAR SHUMI VILLAGE) 


Try to find a spot where only one falls down. 
4 
Aura Stone 


Talk to Chocoboy after the big chocobo has appeared and you have acquired the Aura Stone. Chocoboy now 

gives you GF Boko! He cannot be junctioned but will help the party whenever you call him. You can summon 
him with Gysahl Greens, so stock up on them the next 
time you see Chocoboy. 


2) THE BASICS FOREST (TRABIA - SORBALD SNOWFIELD) 


You have to blow the whistle twice. 
1, then 3 
Flare Stone 


TEEKEL FANTA STe MI 


3) FOREST OF SOLITUDE (CENTRA - NECTAR PENINSULA) 


; 


Search carefully where the Sonar reacts. 
Find 1, the only whistle point (tricky) ’ . 


ze \ 


e 


Be careful where the Sonar reacts. 
1, then 4 
Shell Stone, Holy Stone 


Chocobowling with four bottles, one ball. 
1,2, 3, then 5 
Meteor Stone, Flare Stone, Ultima Stone 


* The point marked © is, in fact, 
to the right of its location on this sreenshot. 


6) THE ENCLOSED FOREST (ESTHAR - TALLE MOUNTAINS) 


4 | ke] 
Ì 
SECRETS 


Collect on outer side, then go in. 
1,2,3, 4, then 5 
Meteor Stone, Holy Stone, Ultima Stone 


2 " ‚N After having befriended all of the six chocobos and their chicobos 
3 return to the Roaming Forest and take the chocobo out for a ride. P, 
E *__Folfow the route depicted on the map to reach the Chocobo 


Sanctuary. This secluded forest cannot be reached by any other means since Ragnarok is unable to land in the 8 En 
area. Here you will witness the rare Dance of the Chocobos … and Chicobo will give you the Chicabo card. ke 
After that you can buy Gysahl Greens from Chicobo. €, 


You need Ragnarok to complete this sub-quest. Visit the circular 
lake to the west and slightiy to the north of Timber and examine 
the tip of the spit of land jutting into the lake (Screenshot 1). A message will appear giving 
m you the choice between throwing a rock or humming. Hum a tune to meet an invisible lake- 
dweller. This shadow asks you to look for Mr. Monkey, a friend of his. You will find the (equal- 
Iy invisible) monkey in the forest nearly surrounded by a plateau 
range to the north-west of Dollet. When you run into the monkey it will not let itself get caught, regardless of the ' mmm 
option you choose. Return to Lake Obel and wake up the shadow by humming. It will be pleased and make some vague 
references to interesting places. 


Press the @ button repeatedly to trigger various messages (and write them down). 

ssd These are rather oblique hints to things that can be found. You will need to walk aro- 

und the areas indicated, frequently pressing the @ button to check for anything unu- ze 

sual. Junction the “Enc-None"' ability to make your search easier. Most of the shado- 

w's vague comments refer to pieces of rock that have letters carved into them, You Can mmm 

find these stone tablets at the following locations: , 
B 


“You'll find something on an island east of Timber, too.” 
(Timber - Mandy Beach) (Screenshot 2) Search the eastern part of the longish island just north of the bridge leading to 
Fisherman's Horizon. Return to Obel Lake (you must do this after finding each stone tablet) after you have found the 
tablet, hum for the shadow and trigger the following message: Ì 
"at the beach in Balamb, something special washes ashore at times.” (Batamb - Rinauld Coast) (Screenshot 3) red 
Search the eastern tip of the beach. You will get a few messages about stones that turn out to be just that before you 
find the man-made one. 
there's also something on top of a mountain with a lake and cavern.” (Galbadia - Lallapalooza Canyon) 
This description fits the plateau directly above the waterfall in the Lallapatooza Canyon area. Land there and search the 
edge of the cliff until you trigger a message saying that you have found a bird's nest. investigate and defeat the bird 
parents to receive the stone tablet. 
(Dollet - Hasberry Plains) The fourth stone tablet is not very obvious to find. Return to Obel Lake and keep throwing 
rocks until you receive the message "The rock skipped many, many times”. Now fly back to the monkey's forest, move 
around in the forest until you happen upon Mr. Monkey and throw a rock at him twice. He will fling the last stone tablet 
at you. (Screenshot 4) 


Fly to this strip of land to the north of Esthar City and b 
search in the middle of the northern part of Mordred Plains. 
After collecti four tablets, re el Lake and call the _ Press the © button repeatedly until you get told that "there are 
During the il many multi-colored rocks with faces all over the place”, Now 
zeik walk along, pressing the @ button at every step. Ignore all Ds 
ments except for those of the red-faced rock. Whenever it cor 
@ Read this from top to bottom and from right to left to receive __up with a message turn on the spot (with the L1 or R1 buttons) 
R_ the hint: MORDRED PLAINS HAS TREASURE. and walk in the opposite direction of the one it tells you. If it 
mnd Says "The treasure's to the north!”, walk south, etc. Keep follo- 
wing the red rock's inverted statements until it advises you that 
"the treasure is not here’, Examine this spot again to receive a 
Three Star. 


The shadow of Obel Lake also points towards a treasure that is considerably simpler to find, Remember its remark "Take some time of 
Peninsula”, This is to be taken literally, Fly to the peninsula north of Balamb Island and search the southern tip. You will discover a sto 


enne par if you delete the words time off” the message reads: TREASURE AT MIVDE ISLE Fy tothe island 


MINOFFDEISLE to the south-west of Esthar and search the middle of the south-eastern tip of Minde Island. You will be r. 
ded with à Luck-J Scroll. 


Travelling around the world, 
endly little : r gaining Ragnarok as o 


Ù to avoid losing time with b 
les junction the Party Abi a You will be able to see the UFO but do 
not need to fight while d 5 . 

Visit the following places in t J \ o wa und for a while before the UFO makes 
its appearance: Fi 


SCREENSHOT Ì 


to its pilot? 


Make sure at least one party member has the Item Command junctioned, then 

ter that formerly housed the Garden. Here, on the Alcauld Plains, you will meet 

le creature with a stroke - or choose to help it. Pupu will ask you for Elixir. Give him as many E 
will leave his card behind in gratitude. You will not gain PuPu's card if you fight him. 


x dl 
he mother of all monsters (see “Monsters” chapter) 
its in Uitimecia Castle. The good news is that you 
don't have to battle it in order to complete the game. 
The bad news is that your SeeD pride might not let you skip the battle … Here is how to find the 


beast: 4 gave the party you want to confront Omega Weapon wait at the Switch Point In the 

CREEN SHOT 5 Courtyard (Screenshot 4). 

2 Move the other party to the Stairway Hall A (right) and have it pull the cord at the 
bottom left of the screen to start a countdown. Omega Weapon can be found in the 
Chapel during the next minute. Quickly move the party to the Switch Point and 
take control of the other party (Screenshot 5). 

3 The first party now marches into the Chapel and triggers the battle by approaching 
Omega Weapon. 


Your characters will be busier surviving than attacking this fearsome monster: Its first attack causes 9998 
‘Bat: tling the monster se damage to the entre party and will be foloned up by a blow that is nearly as devastating. 
Nevertheless, you can use the GFs, who are most compatable. Make sure that your party possesses the 
strongest healing and recovery items as well as Holy War and Hero before you confront Omega Weapon. Junction at 
least two characters with the Item command. Also junction your characters with Auto-Haste, Initiative, Expendx2-1 
or Expendx3-1 and try Auto-Protect. Junction Death to Status Defense on all party members. Ensure that all cha- 
racters have their highest weapon upgrades and use Squall's Lionheart Limit Break as often as possible. 
_GF Carbuncle and Reflect will be no good as you cannot cast healing and recovery magic on your characters when 
they are shielded. Instead, summon GFs Doomtrain, Eden and Cerberus (provided they are highly compatible with 
the character(s) summoning them) to obtain Double and Triple for the entire party. Boost GFs Eden, Shiva and 
Alexander. GF Doomtrain weakens Omega Weapon's defenses, helping your party members to cause greater dama- 
ge with their physical attacks; do not boost him in this battle. When you manage to get an attack in try using 
Meltdown. It could even have a greater effect than Ultima. Draw the monsters Flare, Holy, Meteor and Uitima whenever possible. This will be à drawn- 
out battle provided you survive long enough. If you win it you will receive a Three Stars - and can take great pride in your achievement! 
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Abilites, Character 


Abilities, Command __ 
Abilities, GF 
Abilities, Junction 
Abilities, Menu 
Abilities, Party 


Ae 
Alexander (GF) 


Angelo (character) 


Bahamut (GF) 
Balamb Garden 
Balamb Town 
Boko (GF) 
Brothers (GF) 


Cactuar (GF) 
Cactuar Island 
Carbuncle (GF) 
Card Game __ 


Cards 
Centra Excavation Site 


Centra Ruins 


Cerberus (GF) 


Chocobos 
Cid Kramer (protagonist) 


FINAL 


Fire Cavern 


FAKTAS Te HI 


nn 


Save Points 


EG 
Seifer Almasy (character) 


Fisherman's Horizon 


G 


Galbadia D-District Prison 


Galbadia Garden 
Galbadia Missile Base 


Gilgamesh (GF) _ 


Guardian Forces (see GFs) 
GF Menu 
GFs 


Ifrit (GF) ze 


Inventory (see: tems Menu) 


Irvine Kinneas (character)O1l 
Items 


Items Menu 
Items, refining 


Selphie Tilmitt (character) 


Sorceress Memorial 


Squall (character) 
Statistics 


Timber 
Tomb of the Unknown King 
Tonberry (GF) 


Trabia Garden 
Triple Triad (s 
Tutorial 


Ultimecia Castle 


Junction 


Kiros (character) 


Controls 
Commencement Room 


Deep Sea Research Facility 
Deling City 


Diablos (GF) 


Laguna Loire (character) 
Leviathan (GF) 
Limit Breaks 


Lunar Base 
Lunar Gate 


Lunatic Pandora 


DrawPoints ______ 
Dr. Odine's Laboratory — 


Edea (character) 


Edea's House 076 
Eden (GF) 19 
Elements 
Esthar 


028, 129 _ 


Main Menu 


Making progress 
Monsters 


Moving around 


Esthar City 


Pandemona (GF) 


Esthar - Great Salt Lake 


Parameters (see: Statistics) 


Phoenix (GF) 


Quezacot! (GF) 


Quistis Trepe (character) 


Ragnarok 


Raijin (protagonist) 


Refining Items and magic 


Refining abilities 
Renting Cars__ 


Rinoa Heartilly (character) 


Ward (character) 
Weapons (items) 


we s up! 
White SeeD Ship 


items) 


| 
World Map 


Zell Dincht (character) 
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